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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 
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please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
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Starcraft is one of the greatest in the 
HISTORY of Ihe genre." 


- Gerard Van Der Leun, PENTHOUSE Magazine 


TARURAF 


—dEXPANSION SET 


BROOD WAR" 


— FEATURE 
X-Wing Alliance 


COLUMNS | 
Upfront 

Over the Net 
Command Post 
Road to Nowhere 
The Hangar 


L NEWS. —  — 


Game of the Year Awards 


FIRST LOOKS 

The Real Neverending Story 
Silver 

The Longest Journey 

Flash Point 


Machines 
Rage of Mages II 


HARDWARE . 
FAQs 

Monster Sound MX300 
Graphics Blaster RIVA TNT 
Wingman Formula Force 


—CHIEMOS — — ——— = 
SimCity 3000 _ * : \SC3000\SETUP\ENGLISH\SETUP.EXE 


id Meier's Alpha Centauri — — — \DEMOS\SMAC\INSTALL.EXE 

Myth Il: Soulblighter — -—.— NDEMOSWYTHININSTALL.EXE 

Warhammer 40,000: Chaos Gate _ \DEMOS\CHAOS\SETUPEXE E 
FIFA‘99 — O i __ \DEMOS\FIFA99\SETUPEXE T 
Aliens vs. Predator (Marine Demo)  \DEMOS\AVPMAR\AVP_MARINE_DEMO.EXE 
Aliens vs. Predator (Predator Demo) \DEMOS\AVPPRED\SETUP.EXE 

Dark Vengeance \DEMOS\DV\SETUPEXE = 

Gangsters - ws т \DEMOS\GANGSTER\INSTALLEXE 
Imperialism ll \DEMOS\IMPII\SETUPEXE E 

NASCAR Racing99 — x \DEMOS\NASCAR99\SETUP.EXE 

Speed Busters - Mexican track ` EMC 


DirectX 6.0 


MYTH II 


REVIEWS 
88 Strategy 
Alpha Centauri 
Myth Il 
Close Combat IIl: The Russian Front 
Gangsters 
StarCraft: Brood War 
Magic & Mayhem 
Civ II Multiplayer Gold 


98 Action = 
Carmageddon 2 
Viper Racing 
Wargasm 
Asteroids 


04_ Adventure/Roleplaying 
Baldur's Gate 
King’s Quest: Mask of Eternity 
Quest for Glory V: Dragonfire 


116 Simulations 
Total Air War 


118 Sport: 
Football Pro ‘99 


120 Online 
Starsiege Tribes 
FireTeam 


QUND. — . 


ct El Strategy 


od 


"Positively radiates with cool." “Caesar III puts together several different 

: — Computer Gaming World moving pieces into an attractive, challenging, 
and addictive package.” 
— Strategy Plus 


CAESAR 


ата 


E-Ticket Rides 


. www.sierrastudios.com | 


“One of the year's biggest and most “...ап 11-chapter epic, which...sets a new 


exciting new adventure games.” . standard for PC role playing games.” 


- Computer Gaming World - Antagonist Games Network 


KINGS QUEST 


MASK oF ETERNITY” 


RAYMOND E FEIST’S 


E E 


[Computer Games Online] 


— = Жагдиш a visit the 


of our 
advertisers 


E 


PAGE(S) ADVERTISER WEB SITE ADDRESS 
oo 


8-9, 29-31,36-39 300 www3do.com اس‎ 
24-25,46-47 Activision www.activision.com =e 
10-11 Blizzard wwwblizzard сот 

9 Bungie www bungie.com 

48-49 Capcom www.capcom.com 

70-71 Cavedog www.cavedog.com 

122-127 Chips&Bits — wwnw.cdmag.com/chips 


N EWS 19 Digital Addiction _www.digitaladdiction.com 


Fast-accurate-often 


n " " " 6-7,72-73 Eidos www.eidos.com 
The latest on industry happenings, lon Stormings, merger mania, 
and the latest game releases. 107-114, 129-131 Eidos www.eidos.com. 
FEATUHES 2024,23 Fox Interactive www.foxinteractive.com 
What's hot, what's cool 
GameSpy revealed, John Romero interview, WWII flight sim sisi eo MM 


roundup, interview with Baldur's Gate creators, more! 


REVIEWS 2-5, 17, 42-43 GT Interactive www.gtinteractive.com 
The truth and nothing but 64-65, 95,97 99 
Baldur's Gate, Myth Il, Alpha Centauri, Brood War, MX300, 

Graphics Blaster TNT, networking solutions, joysticks galore! " 


Interactive Magic www'imagicgames com 


InterPlay www nterplay.com 


FORUMS & CHAT dive ape e E n 


Speak out, speak up 
Hot talk on cool topics: Software Piracy, Baldur's Gate Expansions, 18319 Microsoft www.microsoft com/games. 
What is a Wargame, 3D Cards, the best upgrades, more! 


TIPS 35 Monolith www.lith.com 


Learn the game, insure your fame. m м 
Fallout 2, Mask of Eternity, Quest for Glory, Return to Krondor 
walkthroughs, plus strategies for Close Combat IIl, Myth II, 14-15,77-79 — Siena wwwssierra.com 


Railroad Tycoon 11, and more! 


з. асаана 33,7475 ssl Wwwsslonline.com. 
Free games. *Nuff said COMPUTER 


Mask of Eternity, DragonFire, Return to Krondor, 


more speakers, more games! 
The web's best computer game coverage... every day. 


69,117 Strategy First — wwwstrategyfirst.com 


61 Talonsoft www.talonsoft.com 


26-27, 100-101 — Westwood wwwWestwood.com. 


www.cdmag.com 


IA 


ot 


“combines Stunning graphics: , 
and engrossing gameplay.” « 


< “An awesome successor to 
* x x x OP з t 3 og 
| out of ШМ х an outstanding original. = 
í as ^h - GAMES ADDICT 


"Top Ten, Hot 100 Games ai ; 
for the Holidays" Witty, fun and full of action... 
Я - COMPUTER GAMING WORLD `a great game to usher in 


& th& new year." 
"...hilliant scripting and...hilarious... _/ “ж АТМ 
gameplay distinguish this title as ^ * 
something special = 
- FORBES ONLINE 


Save'the Mudokons and save 
your game anywhere! 


Abe gets all emotional! More panic! 4 
More talking! More pleading! € Ж 
Y 


Tons of cool new power-ups! 
Invisibility! Healing powers! And more 


Ç 4 B 
Flesh-eating Fleeches! Undead н. P „„% CS | 
Mudombies! Bone-grinding Greeters! - £ =: ау E. " Pu 
NM Tz ~ 
> ә insi 
О A E. 4 ы 
Available at your local retail store. 0 i 96 


PS ALIVE 


ODDWORLD 


GT Interactive 
HABIT AD Software 7 
NTA BIT A NT 
Aware Lifeforms In 4 АА, [www.gtgames.com ў 
ROM Virtual Entertainment t www.oddworld.com 
Мы 


Odáworkd: Abas Expddus” © 1998 9ай Inhabitmts;In@°All Rights Reserved. Created by Оол. Published аба Distributed by GT Interactivé Saftwale Corp. GT is a trademark and thé GT Logo is a registered trademark of GT Interactive Software Corp. 
‘Oddworld Inhabitants Logo is a registered frádemark of Oddworld Inhabitants, Inc. All other trademarks аге the property of their respectu compani 


©. s е 


Qu 


ot EER ы as 
ано = УЕ 


How far are you willing to go їо keep your men alive? There аге 
no rule books. No how-to guides. You've got to use your head, 
improvise, and change your tactics at a moment's notice. Are 
you up for the challenge? 


1941 to 1945. Four grueling years of war. Four dramatically different 
seasons. From mind-numbingly cold winters to impossible-to-budge 
muddy springs. Every weather change comes with a new set of 
problems. You won't make it if you aren't prepared. 


Day one. You're a low-ranking commander. But keep your 
troops from fleeing or getting killed and you'll soon find 


yourself advancing in rank and commanding more units. 


Microsoft 


As the front-line commander, all eyes are on you. Ask your 
soldiers to do something silly and you can expect a mutiny. 


But with every battle you win, their morale gets better. 


Bringing a whole new meaning to survival of the fittest. 
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As the war drags on, the technology gets better. You can choose 
between rocket artillery, off-map artillery, flamethrowers and 


80 different vehicles, to name just a few. Not to mention over 
300 squad types and 60 different kinds of soldiers. 


Take your troops from the open field tundra to Berlin. Maps are 


bigger and based on actual aerial photographs with amazingly 
accurate elevation detail. The maps may be historic, but the 
outcome of the war is unwritten. Will history repeat itself? 
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The hobby gets a dose of reality by Steve Bauman 
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Dallas-based game developer ION Storm, it was one of the first in-depth investiga- 

tive reports by the mainstream press on the inner-workings of any computer game 
company. While the brouhaha surrounding the story didn’t appear on Nightline, other non- 
gaming “mainstream” websites picked up the story, and the subsequent legal wrangling that 
ensued. (For more information, see page 51.) 

While we can debate whether or not the information contained in the article is really in 
the public interest (Tales of ego, greed, mismanagement and backstabbing? Tell us some- 
thing we didn't already know...), the article, both symbolically and literally, granted the 
industry its biggest wish—high-profile mainstream media exposure. If people didn't believe 
it previously, it’s now official: the industry, and those that cover it, are no longer a loose 
amalgamation of outcasts and misfits (that would be a nice way of saying “geeks and nerds”). 
Games are now being taken seriously for what we've been calling them for years: the future 
of entertainment in a digital age. 

In the past, "we" liked to think of gaming as "our" hobby, but there was a point when it 
became a huge industry. When you factor in the console systems, this "little community of 
gamers" is the fuel for a $6.5 billion industry. While major media companies have made 
(mostly unsuccessful) forays into the industry, other major multinational corporations (many 
from the toy industry) are snatching up game publishers. With the heightened attention all 
of this big money brings, increased media scrutiny is one of the more obvious results. 

What of the personalities of gaming? We've joked in the past about people rummaging 
through Sid Meier's garbage to discover his secret PlayStation fighting game fetish, but 
companies promoting their developers as the new rock stars are screaming for this kind of 
scrutiny. Did people really think they could have all of the positive aspects of celebrity— 
name recognition, money, groupies—without the negatives—intrusive media, paparazzi, 
people constantly (mis)quoting you? It's easy to forget that the only thing people love 
more than a success story is the kind of Shakespearean-tragedy that the combination of 
fame, success, and money tend to bring about. Hey, anyone want to take bets on the first 
major game-developer overdose? (For this industry, it'll probably be from caffeine and 
Twinkie poisoning.) 

There's a global audience of people following every move of the industry, and the number 
of outlets covering every one of those moves is growing on a daily basis. While no one would 
ever want to be the subject of an unflattering profile or a tabloid-style character assassina- 
tion, there is some good to come out of a more heavily media-watched industry. For exam- 
ple, companies may be less likely to dump non-functional software in the laps of consumers. 
"We'll take a beating in the reviews in the game press," the short-sighted executives may 
have said in the past, "but by the time they appear, we'll have sold out our initial print run. 
Besides, they can't influence our stock prices." But what if Mike Wallace of 60 Minutes comes 
knocking on your door a week after the first shipment, asking questions about bug reports 
flooding the Internet? 

We're already seeing examples of companies taking more responsibility for their products. 
Sierra Sports issued an unprecedented full recall of Football Pro 99 because it was buggy. 
(Why Take 2 Interactive didn't do the same for Battlecruiser 3000AD is inexplicable, and inex- 
cusable.) While no one is cheering Sierra for releasing the product in the first place, and 
whether or not Sierra's motivation was to avoid media scrutiny (especially after their recent 
acquisition) or a PR stunt to make them look better in the eyes of gamers is irrelevant—the 
consumer won out because a shoddy product was taken off the market. 

So we now have a hobby that's too lucrative to be a hobby, one that's filled with virtually 
anonymous people who often wish they were more famous and making more money, who 
are crafting hugely profitable products for hugely profitable major corporations. With 
increased attention, companies and personalities will become less open and, for lack of a 
better term, personal when dealing directly with consumers. However, the end result may be 
an industry that's forced to be more responsible for its actions. 
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COLONIAL MARINE 
He's fond of futuristic weapons. Among his 
favorites are pulse rifles. smart guns, and 
grenade launchers. In his spare time, he likes 
to write poetry, listen to music, and blast the 
hell out of Aliens and Predators. He hopes to 
one day start a line of acid-blood proof 


cosmetics. Please, say hello to bachelor #1! 


ALIEN™ 
Bachelor #2 comes from a large family of 
hard-working killers. Utilizing lightning-fast 
speed and primordial strength, this creature's 
turned the world of first-person shooters 
upside down. Yes, whether he's scaling walls 
or jamming his jaws into a prey's skull, 


bachelor #2 always gives 110 percent! 


PREDATOR™ 
Areal thrill seeker with weapons like plasma 
casters, throwing discs, and collapsible spear 
guns, he's been called the fiercest hunter in 
the galaxy. His hobbies include wind-surfing, 
wine-tasting, decapitation, and collecting 


skulls. He confides that his biggest fear is 


+ turning invisible forever! Meet bachelor #3! 


Alien, Predator, or Marine — each bloodthirsty hunter comes with unique game views, weaponry, objectives, and abilities. As an Alien you'll be able to 
scale walls and use your extraterrestrial strength to claw and devour opponents. Turn on the cloaking power of a Predator and go after enemies with 
weapons like wrist-blades and collapsible spear guns. Or, if you're feeling patriotic, join up with the Colonial Marines and use weapons like smart guns 


and rocket launchers to exterminate these vile creatures. And, with multi-player mode, Marines can fight in squads, Aliens can hunt in hives, and 


Predators can prey in packs. Alone or with a friend, the super-realistic 3D environments of Aliens vs. Predator™ make it the perfect match for any gamer. 
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FARTHER... 


COMMAND, DEFEND, AND CONQUER COLONIZE THE PLANET AND BEYOND 
Command powerful armies and make every social, economic Retrace the steps of mankind across the globe. Build orbital 
and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest 
years worth of weaponry, and over 100 technological advances. vast oceanic resources to grow immense underwater empires. 
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CALL TO POWER ADVANCEMENTS 


All-new strategies, including unconventional warfare - More units, buildings, Wonders and technologies : Vast new realms: Space and Sea 


Fully-animating, hi-res, 16-bit graphics ' Breakthrough time-saving interface + Enhanced diplomatic and trade options 


Scenario Builder > Internet and LAN Multiplayer > All-new Wonders of the World in stunning cinematics 


IN STORES NOW. 


SoftwareForPCs.com www.activision.com 


| Revolutionary new battlefield physics — 
Deformable terrain, energy weapon 
effects, dynamic colored lighting and fly- 
ing shrapnel — intensifies the realism ani 
excitement. 


| New “veterancy” feature enables units 
become smarter, faster and stronger as 
they become hattle hardened with comb 
experience, : 


. | Experience the future of global war with - 
new, high-energy weapons and defenses 
— Jump Jet Infantry, Laser Fences, 
Disruptors, Hover Tanks, Tunneling APCs, _ 
The Firestorm Defense, Mechanized Battle ` 
Units and many more. 


. | Built-in waypoint system and special droj 
ship missions let you decide which units 
to hring into battle. 


` |More tactics of sabotage and gerila 
warfare — execute covert night missions, 
set forest fires and destroy bridges — 
with unique opportunities in three differ- 
ent environments. 


_ | Internet play is easier than ever with a 
streamlined connection and an integrated - 
interface — plus new support for world- 


wide rankings, ladder systems and Battle 
Clans". 
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Advanced technology, 
advanced gaming? 


Hardware advances define the future of online gaming by André Vrignaud 


nless you've been hiding under a rock 
| | for the past few months, you've probably 

heard of the upcoming introduction of 
Intel's Pentium III processor. Although most 
people would usually yawn off this sort of 
thing, it got me to thinking about just what 
that processor (and similar processors such as 
AMD's K6 with 3Dnow! technology) might 
mean for the future of online gaming. A couple 
of interesting things came to mind, so | 
thought I'd share them with you. (In the inter- 
ests of full disclosure, my day job is with Intel. | 


these enhanced instruction sets. And in the 
games arena, floating-point instructions are 
used principally in 3D games—shooters such 
as Quake, Unreal, Half-Life, and the like. 
Although | won't venture out into benchmark 
waters here, rest assured that 3D game titles 
that take advantage of these sorts of instruc- 
tions show a significant increase in the amount 
of polygons and details that can be rendered. 
So what does this mean for you as an online 
gamer? Well, the key to remember here is that 
these new processors allow the programmer to 


... you'll be seeing future 3D shooters 
coming out that look just gorgeous. 


help manage the development of scalable web 
content to show off the capabilities of high- 
end processors). 

First off, let's take a look at the obvious 
question of just what these new processors 
bring to the table. In a nutshell, the Pentium III 
is simply a faster Pentium Il with a few minor 
architectural changes and the addition of a 
new instruction set. Those new instructions 
have been known as the Katmai New 
Instruction set (or КМІ) in the past, but they'll 
probably be renamed to some more market- 
ing-friendly term by the time the processor is 
released in March. AMD's K6 with 3Dnow! tech- 
nology was also built around the same concept 
of taking an earlier design (in this case, the K6 
processor) and adding additional instructions 
to accelerate floating point math. Either way, 
the big change for end-users is the addition of 
those new instructions. 

Software that does a great deal of floating- 
point math will benefit the most from using 


Scenes such as this one from EverQuest could 
have hundreds of characters lining the ram- 
parts... 
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render more polygons and details in the same 
time period (frame of animation) than before. In 
the short term, you'll be seeing future 3D shoot- 
ers coming out that look just gorgeous. The 
worlds will have more detail, lighting, shading, 
and objects in a scene. It's what you might see 
in the long-term that really has me salivating. 

One problem with many 3D online games 
has been that the worlds seem rather empty 
and flat. You've experienced this a million 
times in stand-alone games when you've 
walked into a 3D room that's basically a tex- 
tured square with a barrel in the corner. You're 
told that it's a shopkeeper’s store, but you still 
have to invoke a suspension of disbelief to real- 
ly allow yourself to believe it. 

In the future, you'll be able to walk into a 
scene with huge amounts of detail, one that 
really gives you that "you are here" feeling that's 
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The Pentium 1 processor is one of the new 
tools designers will use to create hugely- 
detailed worlds for your enjoyment 


been missing for so long. Instead of a square 
room with a barrel, you'll see counters with filled 
nooks and crannies, the top littered with miscel- 
laneous objects and debris. You might see win- 
dows with views of the surrounding countryside, 
including moving people and animals. Mice 
might skitter through the room, scattering 
spilled corn ears aside as they brush by them. 
And finally, you'll see additional characters, all 
moving and interacting with the scene, instead 
of the single shopkeeper behind the counter. 

At first, thanks to bandwidth restrictions, 
those characters may be NPCs (Non-Player 
Characters, controlled by the computer). As the 
era of broadband comes upon us (albeit ever- 
so-slowly), those facades will actually represent 
real people. And someday, through a combina- 
tion of bandwidth and high-end processors, 
you'll be able to walk through a crowded virtu- 
al marketplace, watching for pickpockets and 
feeling as though you are actually in the com- 
pany of people, instead of in a vast simulated 
wasteland of sociality. Just imagine what 
EverQuest might look like with hundreds of 
characters in a scene, instead of just a few! 

These high-end processors will also allow 
other new capabilities. Real-time speech will 
become a reality, as will game-playing agents 
that assist as you play. In the interim period 
between modems and broadband, you might 
see online data being compressed and decom- 
pressed in real-time to better your game play- 
ing experience. And all of this will happen as 
the worlds you explore gain more and more 
detail until one day you won't have to try to 
force yourself into believing in the game—it'll 
envelop you smoothly and seamlessly. 

What about you? What sorts of games would 
you like to see that really take advantage of 
these new capabilities? What features are you 
most interested in seeing? Write to us at 
overthenet@cdmag.com and let us know what 
you think. m 


Image this scene from Diablo, but in 3D, with 
creatures swarming all around you 
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greatest heroes and fiercest creatures in Toe 
Catherine's struggle to restore her: family's reign, 
and rid the land ofenemies. 


Over 20 campaign scenarios told fr 
perspectives, plus dozens of custom 
and multiplayer maps. y 
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4 Detailed character development Wi 
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Whither goest wargaming? 


Part I: Computer wargaming's lions by Scott Udell 


catching up on some of the happenings in 

the computer wargame world; for one of 
the smaller niches, quite a lot went on in 1998, 
and it looks like 1999 could hold both highs 
and lows. 

On the high front may be Avalon Hill. As you 
may recall, | spent Issue 96's Command Post 
bemoaning the fate of the venerable wargame 
company. If you haven't heard, AH was pur- 
chased by Hasbro, throwing into shadow the 


I thought I'd spend this month's columns 


non-wargame tentacles, the critter’s main core 
won't change. Time will tell, though; it's almost 
hard not to imagine a new owner wanting to 
put its own stamp on an acquisition. Truth be 
told, though, | wouldn't mind seeing, say, a 
tactical sci-fi ^wargame" using the East 
Front/West Front engine.... 

SSI is plugging along, rather like they have 
for the last couple of years. Fighting Steel 
could well be out by the time you read this, 
and a sequel to that game is under considera- 


one does bave to look at ... recent moves to 
get to the more mainstream action-y/real 
time market (and the stoppage of in-house 
sim development) and wonder if the days of 
I-Magic wargames are numbered. 


future of all its classic war and strategy game 
licenses, be they board or computer games. 
The window to the future is still foggy, but light 
is shining through a few patches. For one thing, 
Bill Levay, the former head of computer game 
development at AH, is now on-board with 
Hasbro Interactive as a Senior Producer. While 
he intimated that there were several projects in 
the works, the only one he could name was a 
new computer version of the old AH standby, 
Diplomacy. The most telling part of our conver- 
sation was his statement that the Hasbro buy- 
out was the best thing that could have hap- 
pened to AH. 

On the potential low-front was the end of 
'98 sale of TalonSoft to Take 2 Interactive, the 
publisher perhaps best known for their 
involvement in the Battlecruiser 3000AD fiasco, 
and not at all known for hard-core strategy 
games (let alone wargames). At this point, 
though, everyone's talking business-as-usual 
for TalonSoft (no staff was laid off, nor have 
any products have been postponed or can- 
celed), but they are saying that the deal will 
get TalonSoft products into wider distribution. 
Jim Rose, former president of TalonSoft the 
independent and head of TalonSoft the sub- 
sidiary, told me they (Take 2) are intent on 
keeping TalonSoft as a wholly-owned yet 
wholly-independent subsidiary. He maintains 
veto power over any product that will get the 
TalonSoft label, and points out that their three 
key developers (John Tiller, Norm Koger, and 
the team of Gary Grigsby and Keith Brors) are 
signed to long-term contracts, so Take 2 can't 
shuffle them off this gaming coil (at least, not 
any time soon). He said, "I'm a wargamer and 
always will be,” and went on to say that while 
the TalonSoft "octopus" may get a couple of 
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tion. On the lighter wargaming end we'll see a 
new Panzer General towards the end of the 
year (expect it to be even simpler than the 
original), and on the more "grognardy" end 
Steel Panthers IV is in the works (assuming it 
doesn't slip into 2000 like the very hardcore 
Harpoon’). Of course, they too have in essence 
gone through a buy-out of their own—Mattel 


purchased The Learning Company (owners of 
Mindscape, owners of SSI) late in 1998—so 
who knows how things might change. (At this 
point most wags would suggest Barbie 
General or some such game, but I'll avoid the 
temptation.) 

While Interactive Magic has North vs. South 
and Road to Moscow in the works, they don't 
have any other wargames on the planning 
books. I-Magic's Lissa Curlee won't rule out 
more wargames in the future, but one does 
have to look at their recent moves to get to the 
more mainstream action-y/real time market 
(and the stoppage of in-house sim develop- 
ment) and wonder if the days of I-Magic 
wargames are numbered. 

Atomic Games' Keith Zabaloui can't say a lot 
right now beyond that they "have every inten- 
tion of continuing the Close Combat series, but 
we want to broaden our scope" (there have 
been rumors about a possible sci-fi game using 
the Close Combat engine, but those are old; 
Zabaloui wouldn't say anything for the record 
one way or the other). Microsoft hasn't 
announced future Close Combat plans (or the 
lack of them), but then a lot of their lineup for 
the coming year hasn't been unveiled yet. 

And this isn't it; next month I'll look at 
some of the "roaring mice" of wargaming, the 
“little guys" like HPS and Schwerpunkt who, 
while small, can put out some innovative 
products, or ones that cover topics the "lions" 
won't touch. m 


[Б] us Targets 


[Ë] tiet Ar Units 
[Б] Set Bomber Targets 
[Б] Urban Areas 
[Б] End Phase 


Hardcore wargames like Battle of Britain are still part of TalonSoft's lineup (indeed, as of this 
writing they were the only official products, although Jim Rose intimated some non-wargame- 
but-still-TalonSofty titles may be coming via Take 2) 


Welcometo WWII naval surface combat 
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— but they're REALLY BIG, 
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Historical scenarios, campaign 
games, a scenario editor plus 

E ltiplayer support. forupto © 
players make for hundreds of” 
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FIGHTING STEEL combines the 
depth of a detailed sim and the tactical 
challenges of the finest wargame while 
re-creating the spectacular naval gunnery 
battles of WWII from 1939-1942. Command 


ships from the British, German, American and Japanese fleets Ux everything from a single TO ORDER: Visit your retailer 
ship to a Task Force consisting of several divisions — in real-time action! Combat takes or call: 1-800-716-8503 
place in a true 3-D world. An auto-camera allows you to view the action from many with Visa/MasterCard 
different camera angles — without losing sight of critical events as they (North America only). 


unfold. And a powerful, easy-to-use interface lets you concentrate 
on strategy and tactics, so you won't miss a shot! 


Developed by 


E Windows? 95/98 CD-ROM 


Divide by The SSI logo is a registered trademark and Fighting Steel is a trademark of Strategic Simulations, Inc. Windows is a registered trademark 
Zero, Inc. ies. All other trademarks and registered trademarks are the property of their respective holders. 
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Cramming 150 hours 


into 80—Uwe do it all for you 
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aspirations and greatest perceived suc- 

cesses in life stem from whether or not 
they were among the first five people to finish 
that massively multi-leveled, monstrous game 
MondoQuest 2000 (or choose your favorite 
time-sucker), there are those of us who prefer 
to play at our leisure. Posted online are 
bragfests and war stories of the heroes who 
managed to plow through the game in a 
"Piece of cake." "No problem," "Not 
Buncha wimps." 

"This title promises 200 hours of gameplay." 

“No waaaaay, dude. Finished it in a week." 

They're everywhere, and thankfully some of 
them even manage to post coherent opinions 
and online reviews so that the masses who are 
hanging back for at least some definitive opin- 
ion can read up, and decide whether or not to 
render plastic unto the software merchants. 
Sadly there are those who post allegedly "final" 
opinions and reviews who have not really fin- 
ished the game. Some of them even admit it, 
but very often you can tell after a reading that, 
“Hey, this guy walked out at intermission.” 

We at Computer Games Strategy Plus do not 
believe that a qualified opinion can be ren- 
dered unless the game has been finished 
(hopefully first by the developer and then by 
the reviewer). 

Of course this only applies to games that 
are finite, as opposed to the ones that can be 
played until infinity for “high score.” Sure, you 
can get a feeling about what the game encom- 
Passes in a mere 10 or so hours of gameplay, 


A Ithough there are those whose biggest 


Steve Bauman in 3 hours and 42 minutes 


Might and Magic Vi—completed by 
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but, gulp, what if it falls apart in the later cam- 
paigns? What if the plot starts to make no 
sense? What if the ending is...stupid? (Lands of 
Lore Il, come on dowwwwwwwn!) So we make 
an effort never to publish a half-baked review 
of a half-finished game—even if it kills us. And 
sometimes I'm surprised that it does not. 

At this writing, | am recovering from having 
played Interplay's Baldur's Gate [review on 
Page 104] for nearly 30 out of the last 48 hours 
so that | would be able to review it in good 
conscience. An esteemed co-worker had fin- 
ished it several days before ("piece of cake"), 
and quite a few of the aforementioned hero- 
types (the ones without lives or with pending 
divorces) had as well, so | knew it could be 
done. One of the designers, Ray Muzyka from 
BioWare, insists that if he (who knows 
absolutely every nook and cranny of the game) 
played through it and completed all the side 
quests, it would take him even now at least 


FROM THE FIRST TO THE N™ HOUR _ Here is a small comparison of some of the details 


between various aspects of Baldur's Gate week one, and Baldur's Gate week four: 


Issue Week one Week four 
Purchases Aretail version of the game that Tylenol 
includes the manual 
Visiting gameworld locations Visit every location available, clear Plow through uncharted areas in a 
every fog-of-war pixel straight line. If accosted by random ene- 
mies, restore and go a different way 
Approach to side quests Take them all on. Accept the bone to Don’t even listen to them. Click through 
attract the lost doggie. Wander a lot, all non-essential dialogue without 
unable to find him reading it. Throw away all unused 
quest items, especially the bone 
< Hours sleep per night 69 0-4 
Character voices Turn them "on," full frequency— Turn them "off," completely (as a 
occasionally giggle at them result of the gradual decline in toler- 
ance during Weeks two and three) 
Enemy encounters Kill all, redoing battles for maximum Kill enough to get the blasted item 
damage control you need. Get the hell out 
Reaction from family and Tepid Hostile 
friends (if any) 
Dinner Grilled chicken, rice, broccoli, a nice Cheetos, NoDoz, warm beer 
Chardonnay 
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150 hours. Now, fitting 150 hours of gameplay 
into four weeks that also includes 160 hours of 
non-gameplay related work—well, it's easy to 
see why real life can get put on hold—why 
spouses, partners and significant others rebel; 
why the cupboard contains stale white bread 
and an old jar of pickles; why three of the fish 
died—three fish dead, all in the name of jour- 
nalistic integrity. 

But when all was fragged and conquered, 
and when all was said and done; while | look as 
though I've jumped out of The Portrait of 
Dorian Gray or Edvard Munch's The Scream; 
while contemplating the next 20 or so role- 
playing games expected this year, | plan my 
next much-more-leisurely play-through of 
Baldur's Gate—a magic user this time, yeah, 
that's the ticket. -Cindy Yans 


NOTE: No fish were harmed during the 
course of this hyperbole. 


Baldur's Gate—completed by 
Pliernose the Blunt in 83 hours 
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Presenting the epic sequel to the top selling RPG of 1998. Might and Magic" VII features a new, enhanced 3D accelerated 


graphics engine, a new storyline with new adventures and quests, plus an innovative new-user “training ground? 


Might and Magic VI Nominated for Computer Gaming World's “RDG of the Year.” 


-Computer Games Strategy Plus 


Immerse yourself in the most addictive, most accessible RPG in the world. And discover what the critics are so excited about. 
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Can anyone read me? 


The multiplayer communications revolution by Ben Chiu 


оісе communications are nothing new 
V: the multiplayer simulation world. 

Online games such as Air Warrior Ill and 
WarBirds feature functional online voice com- 
munications, but they're either very limited 
to the numbers of players you can communi- 
cate with, or they produce sound reminiscent 
of a Peter Frampton Talkbox guitar riff. 

There have been several attempts to bring 
widespread acceptance of this useful feature 
to the multiplayer community for some time. 
Typing is one of those unnatural things that 
modern people do. Although | spend time 
tapping out words on a keyboard more often 
than most people, it's still too difficult to type 
while trying to avoid getting filled with virtu- 
al lead or dodging missiles hell-bent on turn- 
ing my airplane into scrap metal. | know that 
others struggle with this too. 

In the past, hardware solutions marketed as 
"voice" modems offered by several manufac- 
turers suffered from compatibility issues and 
poor performance. When it comes to perfor- 
mance hurdles, hardware solutions have gen- 
erally been the most successful. That's why 
one of the biggest surprises is that the current 
cost/performance ratio of CPU power has 


7 Battlefield Communicator 


ShadowFactor's Battlefield Communicator 
requires a dedicated server for communica- 
tions with more than two players 


Roger Wilco offers voice communications 
with up to 32 players without requiring a 
dedicated server or additional soundcards 
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brought software solutions to the forefront. 
They're solving the quality and usage prob- 
lems that have kept real-time voice communi- 
cations from really taking hold and revolu- 
tionizing multiplayer simming. (The issue of 
standards becomes proportionally less of a 
concern as the cost of ownership becomes 


tions with other pilots (most Japanese fight- 
ers lacked radios in order to save weight) 
becomes an advantage in combat. Hand sig- 
nals and wing waving proved sufficient for 
pre-attack signaling, but after a battle turns 
into a furball (and they always tend to when 
several pilots fight for the same bit of air- 


For veteran online players, voice com- 
municalions will quickly lead to more 
complex/interesting group tactics... 


low enough—software solutions theoretically 
cost much less than hardware.) 

This year will mark a huge transformation 
in multiplayer appeal and gameplay. Real- 
time voice capability over the Internet is 
maturing to the point of being serviceable 
while playing most multiplayer games. 
Companies such as startup ShadowFactor, 
developers of Battlefield Communicator 
(www.shadowfactor.com), to controller hard- 
ware perennial ThrustMaster (distributing Talk 
N' Play) all recognize the massive potential. 

Along with more convenient communica- 
tions will come increases in the quantity and 
quality of interaction with other players. Just 
think about the boost in realism and simplici- 
ty that'll accompany not having to type to 
communicate with other players during flight. 

For veteran online players, voice commu- 
nications will quickly lead to more 
complex/interesting group tactics as well as 
help encourage stronger social ties to online 
communities. The lesson learned from 
Japanese pilots in WWII is that communica- 


7 n takina... 
Using Intel's Multi-Point Audio, 
ThrustMaster's four-person conference Talk 
N' Play is free to use (cost is $29.95 with 
headset), but you need to use their server 


space) the lack of radio communications left 
Japanese pilots fighting as individuals. Much 
of the success of Allied pilots is attributed to 
being able to coordinate subsequent group 
attacks through use of their radios. 

But the benefits of voice comms stretches 
beyond combat sims. Some of the activities 
that'll reap immediate boons include preci- 
sion formation flying and Air Traffic Control. 
The possibilities are very exciting. 

If you're an online sim'ing virgin, unless 
you've been encouraged by a friend, your 
first online experiences can be a bit intimidat- 
ing. Real-time voice communications will 
change that to some extent. Having the 
option to communicate orally will remove 
some of the intimidation factor for newbies 
by making it easier to learn the ropes. 
Comms simplicity increases the likelihood of 
asking and answering complex questions. 

Resounding Technology, Inc. 
(www.resounding.com) is one of the more 
notable upcoming players in multiplayer 
voice communication programs. Their prod- 
uct, Roger Wilco, is currently in its public beta 
testing stage and is available to download 
and try for free from their web site. 

Roger Wilco works very well and perfor- 
mance degradation is imperceptible in most 
instances. What makes it a standout is that it 
currently features voice communications 
between 32 players without requiring a dedi- 
cated server or additional soundcards. The 
only drawback is that there's only one com- 
mon channel that everyone in the session 
can use, but you could resort to using multi- 
ple IP addresses as other channels. The com- 
mercial version of Roger Wilco is expected to 
ship first quarter 1999. 

Whichever you choose, be sure to check 
out one of these brilliant packages—they'll 
change your multiplayer experiences more 
than anything else out there without tying up 
additional phone lines. Join the revolution! 
Over and out. ш 
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1998 Game of the Year 
- Vault Network 


1998 RPG of the Year 
- PC Gamer 


1998 RPG of the Year 


‘Sages 
“This game is what Diablo should have been.” 
-3Dgaming,net 

"Baldur's Gate is a credit to the AD&D license, a 
must-have for dungeon delvers, and exactly the type 

of adventure you'll want to play again, and again.” 

“Happy Puppy 
“This is one game that needs to be added to 


your hard drive.” 
-PC Gameworld 


“Isn't it nice when something actually lives up 
EX EST ions? 
, s тс, „ш сс ла Online 

“Without question, Baldur's Gate is the biggest 


thing to happen to CRPGs in the past five years.” 
"Games Mania 


Tales of me Saord Coas 


From Beregost to Nashkell, Candlekeep to Baldur's Gate - you've done 
it all, or so you think. In Baldur's Gate: Tales of the Sword Coast™, 

you'll set off on a new series of adventures as you try to discover the 
source behind several of the most famous lends of the Coast. Explore 


The Кімером. The Power, The Glory. 
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im City 3000 is the latest installment in 
Maxis' highly-revered simulation series. 


This demo is designed to show you 
some simple steps that will take you through 
the basics of the full game. While the demo 
does not have all of its features, there is 
enough to give you a taste of building your 
own urban empire. During your five years as 
mayor, you'll set up commercial, residential, 


and industrial zones, build roads and watch 
your city grow. You'll face your first challenge 
as you deal with cleaning up the city and 
avoiding the mountains of baby diapers piling 
up on your city's lawns. You'll place schools, 
police and fire stations, and up to 10 of the 70 
real world landmarks found in the game. This 
is just a small taste of being mayor in SimCity 
3000. In the actual game, you'll build seaports 


REQUIREMENTS 


Genre: Strategy —— 


THE INFO 


Windows 95/98, 90 MHz Pentium or higher, 
16MB RAM 

Maxis 

maxis.com 

Technical Support: 716-871-6646 


and spaceports, manage your budget and 
protect your Sims from tornadoes, earth- 
quakes, and UFO attacks. You'll build all sorts 
of cities—on islands, seacoasts, and moun- 
tains with dense downtowns or rustic suburbs. 
So explore the features you find here to build 
your own utopia or demolish it at will. Look 
for exclusive add-on buildings on future 

CG CD-ROMs. 
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Sid Meier's Alpha Centauri — 


Strategy 


Genre: Turn-hased Chaos Gate — 


THE INFO 


Windows 95/98, 90 
MHz Pentium or high- 
er, 16MB RAM 


Firaxis 
firaxis.com 
Technical Support 
650-572-2787 


Genre: Turn-Based — — 
Strategy 


THE INFO 


Windows 95/98, 133 
MHz Pentium or high- 
er, 32MB RAM 


mindscape 
mindscape.com 
Technical Support 
423-670-2040 


Genre: Real-time - 
Strategy 


THE INFO 


Windows 95/98, 133 
MHz Pentium or high- 
er, 32MB RAM 

Bungie 

bungie.com 
Technical Support 
312-255-9600 


Myth 11: Soulblighter —— — 


Turn Right 
Orbit Left 
Orbit Right 
Zoom In 


Zoom Out 
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THE INFO 


Windows 95/98, 
133MHz Pentium or 
higher, 16MB of RAM 
Mythos Games 
mythosgames.com 
Technical Support: 
44-0171-368-2266 


Dodge 
Look 
Attack 
Unique 
Weapon 


Interact 


THE INFO 


Windows 95/98, 133 
MHz Pentium or high- 
er, 33MB RAM 

Fox Interactive 
foxinteractive.com 
Technical Support 
970-522-5369 
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Movement 


Defense 
Slide Tackle 
Switch Player 
Tackle 


Intentional Foul 


_ Genre: Sports — — 


THE INFO 


Windows 95/98, 133 
MHz Pentium or high- 
er, 16MB RAM 

EA SPORTS. 
easports.com 
Technical Support 
650-628-1009 


Attack 

Lob 

Pass 

Shoot 

Sprint 

Evade Tackle 
Through Pass 


Windows 95 


Place the CD disc in your CD-ROM drive. The disc will autoplay. If it fails to do so, right click on your 
CD-ROM icon (located in “My Computer") and select OPEN. Double-click the “Install” icon. 


Windows 3.1 
Place the CD in your CD-ROM drive and choose File, Run from the Program Manager. Type 

“D:\INSTALL,” where D: is the letter of your CD-ROM drive, and press ENTER. Follow the instructions 
on screen. After installation is complete, double-click the created icon to start. 


CGCD-ROM INSTALLATION 


Still having problems? Send a description of the problem along with your system configuration to 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


cgcdtech@cdmag.com, or mail a letter with the same information to the address below. If you 
have a defective CD-ROM, a replacement can be obtained by sending the original CD to: 
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SPECIAL OPS STEALTH-SQUAD COMBAT IN 
40 INDOOR/OUTDOOR MISSIONS. 


DEEPE 


“THE GIANT ROBOT CRAZE IS ABOUT TO 
STRIKE AGAIN . . . ACTIVISION HAS 
LISTENED AND DELIVERED." 


—PC GAMER 


“ACTIVISION’S HEAVY GEAR 2 PROMISES 
TO SURPASS THEIR PREVIOUS HIT, 
MECHWARRIOR 2. . .THIS GAME LOOKS 
LIKE IT’S GOING TO BE ONE OF THE 
GAMES TO HAVE FOR 1999.” 


—SHOCKED.NET 


BATTLES IN HOSTILE SCI-FI CONDITIONS – 
FROM OUTER SPACE TO SWAMP ZONES. 


“IF THE DEMO JUST HINTS AT WHAT THE 
FINAL PRODUCT WILL BE LIKE, HEAVY 
GEAR 2 WILL STOMP THE COMPETITION 
WITH ITS SUPER-CHARGED GAMEPLAY 
AND CUTTING-EDGE GRAPHICS." 


—ADRENALINE VAULT 
“HEAVY GEAR Il LOOKS TO BE THE 


NEXT BIG LEAP FORWARD IN THE 
MECHANIZED-COMBAT GENRE.” 


—PC GAMES 


FASTER stew Daw sioe evane. ° 


“HEAVY GEAR II . . .(IS) PUSHING 
THE TECHNICAL STATE OF THE ART." 


—COMPUTER GAMING WORLD 


“ALL ACTION AND SIM FANS SHOULD 
RUN OUT AND GET THIS SOON-TO-BE 
GEM. DON'T TAKE MY WORD FOR IT, 
GO AND DOWNLOAD THE DEMO AND 
SEE IT FOR YOURSELF." 


—3D GAMING WORLD 


ACTIVISION. 


“(HEAVY GEAR II’S) GRAPHICS ENGINE. . . SOLICITS 
COMMENTS THAT START WITH THE PHRASE, ‘OH MY GOD" ” 
—ADRENALINE VAULT 
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For a daily dose of the 
latest industry news 

and rumors, be sure to 
stop by our web site at; 
WWw;cdmag;com. 


BRIEFS 


| The Best of 1998 


We reward the triumphant return of story-based gaming 


THE BEST GAME OF 1998 ISN'T 3D ACCELERATED, DOESN'T FEATURE 
neck-snapping action or possess a “pulsating techno soundtrack!" And 
while all games make an attempt to immerse the player in a virtual world, 
our winning game uses old-fashioned storytelling and hard-core role-play- 
ing to draw players into its fantasy world. Oh, and it has beautiful high-res- 
olution high-color graphics too. 


FIRST 


4 


LOOKS 


After all of the votes of our staff and freelance writers were tallied, 
Interplay's Baldur's Gate emerges as our “Game of the Year” for 1998, beat- 
ing out such standout games as Sierra’s Half-Life, LucasArts’ Grim 
Fandango and Blizzard's StarCraft. We also christen it Role-Playi 
of 1998, narrowly edging out its post-apocalyptic cousin, Interplay 
Fallout 2, and New World's highly entertaining Might and Magic VI. 
Congratulations to the team at BioWare that brilliantly converted TSR’s 
Forgotten into a long-to-be-remembered digital realm. (You can read our 
review of the game on page 104.) 

Among the other award categories, the action contest wasn’t even close. 
When you consider the gameplay innovations in Looking Glass’ 
Dark Proj d the glorious vis 
tory by Half-Life says more about its overall quality than the lack of same 
in the competition. 

In the category of best “Add-on” product, Microsoft's Age of Empires 
expansion The Rise of Rome was judged best of 1998. In the Adventure cat- 
egory, Tim Schafer's darkly brilliant Grim Fandango edged out Roberta 
Williams’ first 3D adventure Mask of Eternity and DreamForge’s creepy 
Sanitarium. Centipede squirmed into gamer's hearts in the Classic catego- 
ry, while 3Dfx’ Voodoo? technology was rewarded in the Hardware catego- 
etting the nod over NVIDIA's RivaTNT because it was first to the mar- 
ket with the (then) fastest 3D technology. 

We define online games as those with no single-pla 
the games inii 


al orgy that is Unreal, the runawz 


yer element, and of 
y released in 1998, we felt Starsiege Tribes was tops, 
narrowly edging out Multitude’s FireTeam and iMagic Online’s Dawn of 


Baldur's Gate Aces. In the Racing category, we picked Microsoft's superb Motocross 
Baldur's Gate-Interplay Grim Fandango-LucasArts ў Starsiege Tribes-Dynamix 
Grim Fandango (LucasArts), Half- King’s Quest: Mask of Eternity Dawn of Aces (iMagic Online), 
Life (Sierra), StarCraft (Blizzard) (Sierra), Sanitarium (ASC Games) FireTeam (Multitude) 
Half-Life-Sierra Centipede-Hasbro Interactive Motocross Madness-Microsoft 
Thief: The Dark Project (Looking Balls of Steel (Pinball Wizards), Pro Need for Speed III (Electronic Arts), 
Glass), Unreal (GT Interactive) Pinball: Big Race USA (Empire) Viper Racing (Sierra) 
The Rise of Rome-Microsoft Voodoo?-3Dfx Interactive StarCraft-Blizzard 
Mysteries of the Sith (LucasArts), RivaTNT (NVIDIA), Vortex II (Aureal MechCommander (MicroProse), 
Brood War (Blizzard) Semiconductor) Myth Il: Soulblighter (Bungie) 
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Madness over a strong field that included runners-up Need for Speed III 
and Viper Racing. 

The top Real-Time Strategy game of 1998 isn’t much of a surpri 
Blizzard's StarCraft was as popular with our voter: 
al public (it was also the best-selling game released in 1998). The finalists 
were no slouches: MicroProse's MechCommander and Bungie's Myth II. 
Soulblighter, the sequel to our “Game of the Year” for 1997. 

There weren't many Sci-Fi Simulations released in 1998, but in any year 
ystems’ Independence War would have been a standout product, as 
would the runner-up Descent FreeSpace: The Great War. There certainly 
wasn't a dearth of more "traditional" simulations, and MicroProse's 
European Air War was not only the of the WWII sims released this year, but 
also the best overall sim, beating out such heavyweights as MicroProse's own 
Falcon 4.0 and Jane's F-15. Another serious simulatior erra's Grand Prix 
ed EA Sports’ World Cup 98 as best Sports game. 


e. 
it was for the gener- 


Particle 


Legends, narrowly de 


European Air War; Grim Fandango; Railroad 
Tycoon II; Half-Life 


On the strategy front, Pop Top Software's Railroad Tycoon II pulled out 
of the station ahead of Sierra’s Caesar Ш and Red Orb's Warlords III: 
Darklords Rising. And TalonSoft's Tbe Operational Art of War stormed the 
beaches and defeated Empire's 701st Airborne in Normandy and Hasbro's 
conversion of the boardgame Š xis and Allies. 

Congratulations to all of the award winners. Your prize is in the mail. But 
what do readers think is the Best Game of 1998? E-mail editor&cdmag.com 
and let us know. -Steve Bauman 

Award Committee: Andy Backer, Steve Bauman, Brent Berger, Andrew 
S. Bub, Tom Chick, Ben Chiu, Jason Cross, Jason D'Aprile, Michael Dorn, 
Jonah Falcon, Jonathan Greenberg, Scott Hunter, Greg Ingram, Chuck 
Klimushyn, Jeff Lackey, Robert Mayer, Neil Mouneimne, Jim Pedicord, 
David Perkins, Peter Smith, Benjamin Sones, Scott Udell, Cindy Vanous, 
Daniel Waldeck, Mark Walker and Cindy Yans 


Baldur's Gate-Interplay 
Fallout 2 (Interplay), Might and 
Magic VI (New World Computing) 


Grand Prix Legends-Sierra Sports 
World Cup 98, Madden NFL 99 
(EA Sports) 


Independence War-Infogrames Railroad Tycoon II-PopTop 
Descent Freespace: The Great War Caesar Ill (Sierra), Warlords Ill: 
(Interplay) Darklords Rising (Red Orb) 


TOP SELLERS 


THE (ALMOST) REAL GAME TOP 10 

OK, this isn't quite the actual PC Data top 10 list for December. 
Since they listed the top 20 games for the month, we removed the 
ones that cost less than $20 (meaning all of those cheap hunting 
games) and those that aren't really games (hello Barbie). (Yes, Deer 
Hunter Il continues to be the best-selling "game" on the market.) 
And for those that are wondering, Havas Interactive is the compa- 
ny formerly known as Cendant, who was the company formerly 
known as Sierra, Blizzard, etc. 


PUBLISHER AVG. COST MONTH 
FLIGHT SIMULATOR Microsoft $42 10 
BROOD WAR Havas Interactive $26 
HALF-LIFE Havas Interactive $40 6 
FROGGER Hasbro $27 19 
COMBAT FLIGHT SIM Microsoft $41 4 
GAME OF LIFE Hasbro $26 » 
TOMB RAIDER 3 Eidos Interactive $39 m 
STARCRAFT Havas Interactive $38 9 
JEOPARDY Hasbro $29 i 
NASCAR RACING 99 Havas Interactive $39 z 


Souce: PC Data, Reston, Virginia. Month of December 1998 


Pounding (ION) Storm 


Article paints grim picture 

IN OUR FEBRUARY ISSUE, WE REPORTED ON THE 

departures from ION Storm of key members of the 

team working on Daikatana. While ION was busy 

replacing the team, the Dallas Observer was preparing 

a massive exposé on the inner workings of the company. 

In her article “Stormy Weather,” which appeared in both the print and 
online edition of the paper, staff writer Christine Biederman used leaked 
ION Storm e-mail documents and financial spreadsheets to paint a grim 
picture of the company, exposing exorbitant spending and a lot of 
infighting. The article can be found at www.dallasobserver.com. 

At press time, ION publisher Eidos Interactive had no comment 
about the article. John Romero, the designer of Daikatana and co- 
owner of ION, said in an interview on Computer Games Online 
(www.cdmag.com) that the press coverage and staff changes were hav- 
ing no effect on the game's development. He went on to discount the 
article's assertions that he's not involved enough on the development 
of the product, saying, "I'm here all the time and the rumors about my 
coming in late and leaving early are ludicrous. Everyone knows I live 
here at ION Storm." 

ION responded to the article by subpoenaing Biederman as part for its 
ongoing litigation with ex-COO and co-founder Bob Wright, who months 
earlier filed a wrongful termination suit against ION. The Observer mocked 
the subpoena, calling it “a page from Cheap Lawyer Tricks 101." At press 
time, they'd filed a motion to quash the subpoena, and remain defiant 
that they won't be 
forced to reveal the 
sources. But, as they 
said in a news item, 
“We'll give our lawyers 
some money. ION 
Storm will give their 
lawyers some of their 
investors’ money—and 
while this thing works 
itself out, the Observer 
will continue to publish. 
Chances are, the same 


European Air War-MicroProse 
Falcon 4.0 (MicroProse), F-15 
(Jane's Combat Simulations) 


Operational Art of War-TalonSoft 
101* Airborne in Normandy 
(Empire), Axis & Allies (Hasbro) 


John Romero plays his favorite game (yes, 


we altered the picture) 


h thing can't be said 
about ION Storm.” 


-Steve Bauman 
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FLY! is a trademark of Terminal Reality. Terminal Reality is a trademark of Terminal Reality Inc. 
Gathering of Developers and godgames are trademarks of Gathering of Developers, Inc. All other 


trademarks and trade names are properties of their respective owners. ©1998 Gathering of Developers, Inc. 


There's nowhere in this world you can't go. 
Real-time moveable sectional charts and interactive 
vector maps allow accurate navigation across 
16,000 navaids in 200 countries, including over 
13,000 runways at 9,500 airports. 


The aircraft you are about to fly is fully operational. 
The game features accurate cockpits and avionics, 
all in the correct proportions and layout of the 
original aircraft. Every gauge, switch, and knob in 
the cockpit is ready for interaction, thanks to the 
most meticulously detailed cockpit to date, with 
multiple interactive interior views. 


It's the most realistic general aviation flight 
simulator ever created for the PC. Integrated 
flight planner and aircraft load out allows 

visual planning of cross-country flights and 

user-defined fuel, passenger, and cargo loads. 


Everything from mountain peaks to sea level 
is accurately represented. The Global Digital 
Elevation Model (DEM) recreates elevations 


throughout the world. 


• Internet-ready support allows for text and live 
chat communications with up to 7 other pilots. 


(Cessna 172R Skyhawk 


• FLY! Now allows you to pilot your aircraft in а 
variety of pre-configured conditions and scenarios. 


e See New York, Los Angeles, San Francisco, Chicago, 
and Dallas/Fort Worth in high-detail satellite imagery 
and stunning 30 models of key buildings and landmarks, 


e Native 30 hardware support for Microsoft Direct 30, 30fx, 
Glide, Rendition Redline, NEC PowerVR, and Apple Rave. 


* Available for the Mac and PC. 


Coming March 1999 


www.iflytri.com 
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| hate EverQues 


free time and 


that will likely see defections from Britannia." 
— Rob "Oaleorth: 1 j q 3 


A SONY COMPUTER 
ENTERTAINMENT 
GROUP COMPANY 


The Real Neverending Story 


When Nothing is the problem, you are the solution 


^ READERS MAY BE 
3) familiar with Michael Ende’s The 
Neverending Story, a so-called children’s 
book brought to the screen by director Wolfgang 
Peterson in 1984. Now Munich-based discreet 
monsters has taken this story and transformed it 
into a first-person real-time adventure game. 
Nothing is wrong. The world of Fantasia casts 
off its dancing elephants and is still in danger of 
total annihilation by Nothing-7be Nothing, that 
is. The Nothing is an encroaching void that 


Two desperate baby Bark Trolls in the 
stomach of a giant 


existence of Fantasia and its 


threatens the very 
Childlike Empress. 
a new name, which will be given to the Childlike 
Empress by means of the Snake Amulet, AURYN. 
You are the chosen savior, and arrive at Fantasia 
to begin your task, but it turns out that you are 
not alone. You have a stowaway—the Unknown, 
who, unlike The Nothing, is actually something, 
albeit unknown. Confusing? Not really 

The Unknown is a shape-shifter, and decides 
to assume your shape as it steals the amulet from 
the Childlike Empress. This treachery does not go 
unwitnessed. The Centaur Cairon, medicus at the 
Ivory Tower, sees the damnable act and accuses 
you of the theft. You are incarcerated in the Ivory 
Tower and in your despair are revived with 
visions of the Childlike Empress: "You have to be 
brave in Fantasia. Follow AUR and believe in 
what you see—what you really see." Your escape 
from the Tower and the hunt for AURYN are the 
main elements of the gamestory. 

discreet monsters has been working on 
MonsterEngine", a proprietary tool for this game, 
since 1995. This engine enables the creation 3D 
real-time worlds comprising both indoor and 


antasia may only be s 


aved by 


erl—Electronic Arts is recalling Tiger Woods 99 for the Sony PlayStation 


after the company discovered that an unauthorized South Park cartoon clip had been mastered оп the | 


game CD. The clip, the original “Spirit of Christmas” episode that features the legendary quote, “Dude, 


don't say pigfu@#er in front of Jesus" can only be viewed on a PC... 


Silver 


Apocalypse then 
INFOGRAMES IS AT IT 


©] again. Along with their upcoming 
Outcast, they are working on another 
action-adventure-role-playing hybrid simply enti- 
tled Silver. Hi yo, Silver! Strange visitor from 
another planet who came to earth with powers 
and abilities far...er... wrong hybrid. Silver has 
been described as a cross between Final Fantasy 
and Gauntlet with the strong role-playing ele- 
ments and anime look of the former, with the 
type of action elements that feel like the latter. 
The land is Jarrah, a mythical place that hous- 


A Final Fantasy-esque combat screen 
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Dark Princess Gaya’s giant soulless legionaries 
hunting the player 


outdoor areas, and will support most 3D acceler- 
ators. The components of the main game will be 
used to form an off-line/on-line world—the 
Parallel World°—which is constantly changing 
and evolving. This will exist separately from the 
main game and will attempt to offer quite a bit of 
replay value. Look for the game sometime this 
spring in 15 of your favorite flavors, er, lan- 
guages. -Cindy Yans 
The Real Neverending Story • discreet 

monsters • Windows 95/98 


—Sierra Studios and Impressions Software have announced 


two titles in development for 1999: Pharaoh, the next chapter in Impressions’ City Building Series and 


Civil War Generals 3. Both products are due for a retail release this Fall... 


).D.—Gathering of 


Developers announced that they will publish RUNE, an action game based on Norse mythology. 


es an evil ruler named Silver. Silver 
aspires to be the Mortal Agent of Evil, 
but rather than spending your tax dol- 
lars running a partisan campaign for 
this post, he makes a pact with the 
Chaos god Apocalypse. In return for 
sacrificing 100 women, Silver will get 
the job. 

You play David. You believes in 
goodness. You believe in the differ- 
ence between right and wrong. You 
know there is Love and have experi- 
enced Hate. But when Silver takes off 
with your wife Jennifer, your only 
thought is retribution. You launch a 
campaign of your own—one of pure 
retribution for Silver and anyone with whom he 
is connected. 

In order to destroy Silver, you must obtain and 
master eight magical orbs that will allow you to 
summon the forces of Fire, Ice, Life, Lightning, 
Earth, Acid, Time and Light, putting somewhat of 
a strain on the elemental quotient we're used to. 
Control of these orbs will grant you the power to 
battle Silver's dark s 

The game features non-linear gameplay 
through 21 areas in seven lands, giving gamers 
more than 300 scenes and backgrounds to visit 


rcery. 


Note the numerical stats alongside the characters 


and explore. Ten actors provide voices for the 
main characters—six Pure characters and five 
Impure ones—as well as for 75 unique enemies 
with fully scripted AI. 

Combat will be in real-time, with multiple 
character control (up to three at once), and play- 
ers will encounter 16 different long and short 
range weapons and eight magical abilities each 
with three levels of power. Look for Silver some- 
time this May. It’s Rambo time. -Cindy Yans 

Silver • Infogrames Entertainment • 
Windows 95/98 
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The Longest Journey 
The dream that April may 


00 PERHAPS UNDER THE 

illusion that there will be a rebirth of the 

point and click adventure (stranger things 

have happened), the folks at Funcom bring us 
an epic adventure which is an embodiment of 
the struggle between Good and Evil. In The 
Longest Journey, The Mother stars as Good with 
Black Chaos taking the role of Evil, in this Tale- 
of-Two- 


ies approach to Dramatic Conflict, 


The interface is hot-keyed, with the typical "look," 


"use," "talk" options 


The game is being developed jointly by Epic MegaGames and Human Head Studios, will use the Unreal 
engine and is scheduled for release in the year 2000... Valve's freebie— Valve Software has decided to 
create a free version of Team Fortress for Half-Life. Team Fortress 2, an upcoming multiplayer-only game 


It was the best of times, it was 
and Stark 
e two worlds out 


the worst of times.. 
and Arcadia 
of Balance. 
of Balance, responsible for mon- 
itoring bi-world peace, has gone 
into early retirement, and the 
worlds have the potential to rip 


he twelfth Guardian 


each other apart. Enter April 

Ryan, 18 year old art student. She 
(initially unbeknownst to her) is a 
Shifter—that is, she has the ability 
to shift between the two worlds, 


and their fate is in her hands. 
You play April, a true 
Anachronism in Wonderland, who 


Stark. In the middle of a fairy tale 
environment, April says things like, 
ven weather sucks in my 
dreams," and "Ooh, fresh moun- 
tain water! Back in the real world 
they charge fifteen bucks a pop for 
this." Of course your activities will 
revolve around puzzle solving; 


the 


begins the game in the world of 


Environments by Keebler 


tasks are simple in the beginning, and difficulty 
builds as the game progresses. Look for trees 
with soul—an Ent-like creatures with a James 
Earl Jones-esque voice says, "We are the voice 
of all trees... we are one with our host, as we 
ll one spirit, but legion." Uh, yeah. 

With over 160 environments and over 50 
speaking characters, the game takes an episodic 
approach with a total of 13 chapters. 2D and 3D 
amic light- 
ing, skeletal models with skinning and frame 
interpolation, and motion-captured animation. 

Visually and musically stunning, even at this 
stage in development, The Longest Journey 
shows a lot of promise. And who knows? Perhaps 


technolo; 


are blended here, with dy 


the point and click adventure stands a chance. 
Look for it by Summer, 1999. -Cindy Yans 
The Longest Journey * Funcom * 
Windows 95/98 


based on Half-Life technology, remains a separate product... Microsoft gobbles FASA—Microsoft officially announced the acquisition of FASA Interactive, 


Flash Point 


The East comes West... in many ways 


"n BACK IN THE ‘70S AND 
many a board wargame posited a 
conflict where the forces of the Warsaw 

Pact rolled westward into Free Europe. Fast for- 
ward to 1999, and you see something very much 
akin to this in the storm of games heading our 
way from Eastern European developers. One of 


these developers, Bohemia Interactive from the 
Czech Republic, stirs up a sense of de ja vu with 


granting the software giant exclusive electronic rights to FASA's BattleTech brand, which covers 


the popular MechWarrior and MechCommander franchises. Microsoft is also looking into devel- 


oping future titles based on FASA's Shadowrun, EarthDawn and Renegade Legion universes = 


their upcoming game Flash Point (to be 
published here by Intel 


active Magic), a 
game that posits an alternate history where 
the East did come West... and now the 
sides are fighting over the remnants. 
Bearing a resemblance to DID's 
Wargasm (but with perhaps a tad less 
frenetic action and a tad more 
and certainly a greater variety of vehi- 


realism," 


cles), you take on the role of a 


In addition to controlling axes of movement in typi- 
cal shooter fashion, you can independently control 

your turret or head position in a style similar to the 
big robot games 
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professional soldier. You start the 
game as just an infantryman try- 
ing to survive on a hostile battle- 
field wher tanks find the 
going tough then, as you work 
through the missions you start to 


even 


get access to real-world vehicles from 
both BMP-1 Infantry Fighting 
Vehicles, A-10 attack planes, M60A3 and 
T-72 tanks, and even jeeps and trucks 


sides: 


(you can drive 25 vehicles in all) 

In addition to your own fighting toys, 
you'll soon get to command other forces, 
sending them hither, thither, and yo— 
boom! (Oops—shouldn't have sent them 
there....) in a fashion familiar to fans of 
real-time strategy games. A commander 
shows his or her true mettle in how he or 


Putting you inside of a BMP-1 is certainly a 
first for Flash Point 


she handles logistics, and you'll have to too, 
juggling troops, fuel, and ammo. 

The graphics in the early build we looked at 
are both 3D-accelerated and software-rendered, 
and views range from first-person shooter style 
to in-vehicle perspectives and outside panora- 
mas (there is also a map view). With Wargasm 
blazing the trail, it will be interesting to see if 
there's a new genre a-borning by the time Flash 
Point ships sometime this summer. -Scott Udell 

Flash Point * Interactive Magic * 

Windows 95, 98 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


if you come across anyone selling releases from 
this site; please do not support them and do let us know: 
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by Tom Chick 


>>>The evolution of an interface: 
X-Wing Alliance returns to an 
interactive base with sliding doors 
and a loud speaker 
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>>>She may not look like much, 
but she’s got it where it counts 


>>>Totally Games has created nearly 15 minutes of rendered cutscenes for the game 


With X-Wing Alliance, LucasArts gives 
` fhe original Star Wars a grand exit 


twist the stick to the left and yank back, pulling the ship halfway through a classic 
split-S and plummeting down a long tube with molten sludge flowing along the bot- 
tom. We're looking through the most famous window in the world, the canopy of the 
Millennium Falcon. We just buzzed this orbiting recycling yard, where trash is ren- 
dered down and compacted into cubes, which are passed through accelerator rings 
to waiting barges. This is one of the arenas in the Proving Grounds where hot shot 
pilots go to practice, show off, or challenge each other. It’s like Descent twisting 
through these narrow passages, but the stakes are a bit higher: we'll shave our shields 
down if we scrape the walls. 

“Here come the accelerator rings,” Bill Morrison says after we shoot out of the tunnel 
back into open space. He’s sitting beside me, talking me through my flight. Each ring flings 
us ahead faster, making the ship harder to turn. | pull hard to aim her into the next ring. 
One of the programmers had demonstrated how you can catch the wing of an X-Wing on the 
corners of the Death Star's tunnels if you're not careful. lm trying to remember that the 
bulk of the Falcon is on my left (like driving a British car). It’s going well enough so far. 
Then | notice the lumbering block of recycled trash up ahead. It's slowly nosing into the 
same ring that we're hurtling towards. 

"Watch your angle," Morrison barks. A twist of the rudder and the Falcon banks side- 
ways, barely squeezing between the rim and the block passing through it. | haven't had so 
close a fit since last year, when | tried on my prom tux again. But before my reminiscence 
follows the logical chain of thought (to my prom date), a bright flash lights up the cockpit 
and the impact rattles our view. Something’s shooting at us. Armed accelerator rings? 

“You can deactivate their lasers by shooting them there,” Morrison says, pointing out a 
switch on the outer rim of the ring. "In a multiplayer game, ! could take them out from the 
turret while you flew. Or we could each take a ship and race through the course for the 
fastest time. But the A-Wing is best for this course.” Morrison should know. He’s one of the 
mission designers. 


>>>MK and 
Otana 
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LIGHTHITG si 


PRAISE 


for 
Seven Kingdoms 


“If you missed Seven 
Kingdoms last year, you 
missed the best strategy 


game in a long time." 


— PC Gamer 
(Review Score: 9096, 
Recipient: Editor's Choice Award) 


* "Like Chan's Capitalism, 
Seven Kingdoms is deep, 
complex, and challenging. 


ЖЖЖЖ” 
— Computer Gaming World 


“The detail in Seven 
Kingdoms makes Age of 


Empires look like checkers.” 
— GamePower 


ЖЖЖ” 
- Computer Games Strategy Plus 


CREATE civilizations out of thin 
air. Choose from 12 nationalities, 
each with its own unique culture. 
Construct amazingly detailed build- 
ings, including new military camps, 
espionage colleges, and special 
training centers. Each time you 
play will be a fresh experience, 
thanks to the new Random 
Campaign Generator. 


id Trevor Chan is the creator of advanced strategy games like Capitalism, 


á Seven Kingdoms. and Seven Kingdoms Ancient Adversaries. Although only 25, 
game design studio, overseeing all aspects of 
Kong-based Enlight Software (www.enlight.com). 
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WESS INT ДЕЙ 


for 
Seven Kingdoms II 


of Interactive Magic's 


Chan has sought out 
perfection..." 


Seven Kingdoms 


twice." 


"Seven Kingdoms II is 


its predecessor was and 
more." 


SL AY monsters, hire them, or 
become them. 7 horrifying 
Eryhtans: Unleash their savagery 


GOVERN your society your way. 
Micro-manage your resources, 
establish trade routes and set up 
diplomatic relationships. Research _ ontothers, or find yourself as the 
new technologies and military ` SOR 79 target of their wrath. New Fryhtan 
methods in the Towers of Science, f ў Жуйе: = structures include incubators (for 
Prepare bold plans of attack, and ` ji d producing weapons) and centers 
watch your back with spies trained 4 for transmitting magic power. 

at your Espionage College. The Plus: thrilling new Heroes, intro- 
streamlined interface makes ft éasy ducing their own special magic 
to run your empire. into the game. 


| [ | 
"EHE PROTAN UJ A RS. о, 


Tur Empire-BvitpeER UJitH More. 


ADVANCE PRAISE 


"Building upon the success 
empire-building game 


Seven Kingdoms, Trevor 


= Ultimate PC _ 


"If you didn't buy 


when it first came out, 
don't make the same mistake. 


- PC Games 


shaping up to be everything 


— Imagine Games Network 


‘Really what people 
wanted was all that 
| X-Wing and TIE Fighter 
had, as far as gameplay 
in the single-player 
experience, the richness, 
the story. They also 
wanted all the multi- 
player possibilities of 
X-Wing vs. TIE Fighter, 
all wrapped up in one 
= giant package and taken 


to another level." 
— LARRY HOLLAND 
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These elaborately built Proving Grounds are 
X-Wing Alliance's counterpart to those flat plat- 
forms in X-Wing and the blue tubes in TIE 
Fighter. There's also a figure-8 track with the 
criss-cross situated in the heart of an asteroid. 
Then there's the Capture the R2 Unit course, 
where the first pilot to grab the droid and bring 
it back to the starting line wins. All of these 
work as multiplayer games or single player 
challenges, flown against the clock or against 
computer opponents. 


The circle is now complete 

In commenting on the widespread criticisms 
that X-Wing vs. TIE Fighter wasn't a good single- 
player game, Totally Games' founder Larry 
Holland says he was fighting some pretty high 
expectations. "Really what people wanted was 
all that X-Wing and TIE Fighter had, as far as 
gameplay in the single-player experience, the 
richness, the story. They also wanted all the 
multiplayer possibilities of X-Wing vs. TIE 
Fighter, all wrapped up in one giant package 
and taken to another level." 

Welcome to what Holland and LucasArts 
hopes is that other level. “We think of X-Wing 
Alliance as a whole new game,” says Holland, 
"It's a sequel in the sense that it's using evolu- 
tionary technology, but it's taking the best of 
all the previous Star Wars titles we've done. It's 
a whole new ball game and also a returning to 
our roots" 

Indeed, X-Wing Alliance seems almost like 
two separate games. On the one hand, it's 
Totally Games' return to a single-player story. 
But unlike X-Wing and TIE Fighter, Holland feels 
Alliance is more faithful to the Star Wars motif: 
an intensely personal story set against a back- 


drop of epic events. The game's unnamed pilot 
(alternately called "ace," "hotshot" or "kiddo") is 
the youngest son of the Azzameens, a family of 
traders in not-so-friendly competition with the 
Viraxo family. The main character's father 
Tomas, brother Galin, and sister Aeron figure 
prominently in the storyline, even as the player 
gets wrapped up in the epic events that culmi- 
nate in the Battle of Endor. 

"We wanted to go further with more of your 
character's background," Holland explains, "We 
wanted it to be part of the actual game experi- 
ence, and not just to leave it behind when you 
go off to war. There are still those relationships 
and that family. The overall idea was to mix the 
family story and a Battle of Endor climax. From 
the military side, there aren't a lot of surprises, 
since we all know what happens, so we really 
needed another side to balance it out." 

Rather than collecting medals, you'll gather 
souvenirs from your exploits, filling the wall 
space in your quarters with the spoils of your 
missions: expensive illegal liquor, dueling 
swords, rare spices, a piece of TIE Fighter 
debris, a Probe Droid desk toy, a pass to a luxu- 
ry barge and an honorary membership to the 
Bothan Spynet. X-Wing Alliance eschews the 
sterile datapad interface of X-Wing vs. TIE 
Fighter in favor of a headquarters shell similar 
to X-Wing and TIE Fighter. Only this time your 
headquarters is a huge family trading base, 
introduced in the game's opening cinematic 
with a sweeping camera that would make 
Altman or Scorsese proud. 

Alliance isn't just a single-player story-driven 
game, it's also a configurable combat simulator. 
Its Skirmish Mode is a wide-open and compre- 
hensive mission generator that can be played 


>>>Among the new tricks up Totally Games’ sleeves are colored lighting [= 
more intricate object geometry [2], spectacular background objects [3], shield— 
hit effects [4], exhaust glow [5], and, of course, lens flare [6] 


as a multiplayer game or a botmatch against 
the computer. Set up as many as eight teams, 
each composed of one or more flight groups of 
up to six ships each. Set the number of waves 
for each flight group, which can work as 
respawns in multiplayer games (select “infinite” 
for open-ended deathmatches). Choose start 
ing distances, weapon limitations, environment 
(open space, a minefield, or an asteroid field), 
and respawning locations. Add things like capi- 
tal ships, weapon emplacements, shuttles, and 
space stations. Finally, you can designate pri 
mary and secondary targets if you want to cre- 
ate assaults or escort missions. It's the sort of 
open-ended mission generator that, at least in 
theory, ensures a game's long hard drive life. 

Each "side" in a Skirmish Mode is assigned a 
point value based not only on the number and 
type of ships, but also their Al values. For 
instance, a squadron of six TIE Defenders with 
Veteran pilots will be worth far more than the 
same squadron with Rookie pilots or the same 
number of Veteran pilots in lesser ships. These 
point values can be used to balance or limit 
sides, which can be built and saved for quick 
access. This can also be used to handicap expe 
rienced players or set up multiple weaker sides 
against a single strong player 

Among the over 200 objects that can be 
included in a mission are about 30 flyable 
spacecraft. The single player game will only let 
you fly the Corellian transports, Z-95, A-, B-, X-, 
and Y-Wings. But the Skirmish Mode will offer 
all manner of Imperial, Rebel, and neutral ships 
from the movies, various source materials, and 
even some new inventions from the guys at 
Totally Games. Ever hear of a Cloakshape, 
Pinhook Fighter, Shipray Blastboat or Firespray? 
We'll get to fly them in X-Wing Alliance. 


Staying on target 

Each craft in the single-player game has a 
unique 3D cockpit, while there is a shared TIE 
cockpit for the Imperial fighters and a generic 
cockpit for everything else. These have been 
built because Alliance features a fully modeled 
virtual cockpit for all its ships, in which you can 
scroll your view freely with the mouse or 
enable a padlock view that tracks whatever tar- 
get you have locked. If you thought the sound 
of a TIE Fighter screaming past your canopy 
was impressive, wait until see what a rush it is 
to actually watch it shoot past you. Although 
your head will swivel freely, each ship has blind 
spots. Corellian transports like the Falcon have 
a fairly restricted view. If you padlock a ship 
behind you, you'll be treated to the familiar 
sight of the Falcon's back seats and cockpit 
door. If you're using the front view and your 
target flies past you, a convenient arrow tracks 
its position along the edge of the screen, dis- 
playing the target's name and distance. No 
more squinting at the front radar and chasing a 
dot into the center of the display. 

All the gauges are now part of the heads-up 
display, so you'll have all the information you 
need right in front of you no matter which view 
you're using. You can select the color of your HUD 
for best visibility. There are three multi-function 
displays that can be configured to display any 
combination of mission goals, radio messages, 
communications menu, damage readout, friendly 
craft and status, enemy craft and status, score and 
target view. Just as you can only inspect a target's 
cargo if you get very close to it, information on a 
target's shield and hull levels is now only available 
if you're within a certain range. 

The interaction with your squadron is much 
more like the routines you'll find in flight sims 


these days. A menu system lets you send orders to 
a specific wingman or your entire squadron. You 
can request status reports, order ships to attack 
another target or specific component of a capital 
ship, order ships to inspect or defend another ship, 
or ask them to cover you. You can even request 
reinforcements from your home base, which will 
reduce your score but might save your hide. 

You can also use the communications menu 
to select formations and tighten or loosen 
them. Morrison admits they're mainly aesthetic, 
but they'll certainly come in handy when 
you've got a squadron of Y-Wings making an 
attack run on a Star Destroyer. Alliance includes 
turbolaser batteries on some capital ships that 
can fire at targets several kilometers out. 
Although they're mainly used by big slow capi- 
tal ships duking it out, they also work similar to 
flak batteries. These can be especially deadly 
with new physics that simulate damage from 
blast areas. Firing a warhead into a tight forma- 
tion of TIE Bombers, you can clearly see the 
damage being spread around 

The same "flight model" introduced in X- 
Wing vs. TIE Fighter is still present, but there are 
some new tweaks, such as drag effects slowing 
your ship if you're towing something. There's 
an autoconvergence option for ships with mul- 
tiple guns, which will set all your weapons to 
pivot slightly so their shots converge at the pre- 
cise distance of your locked target 

There's some new gunnery in the way the tur- 
rets are modeled on the Corellian transports. The 
"family transport," as Totally Games calls the 
Azzameens' ship, is a pretty powerful vehicle 
thanks in part to its firepower. The twin turrets 
can either be locked forward, the computer can 
use them to track and attack your locked target, 
or you can lock one forward and let the comput- 
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>>>Winner of the worst dogfighter 
award three years in a row 


er take over the other. You can also hop into the 
turret yourself and try your own gunnery skill 
while MK, the family droid, maneuvers the ship 
to keep your target in view. Control freaks can fly 
the ship from the turret if they want, holding 
down a button to toggle joystick input between 
turret movement and flight. And, of course, mul- 
tiple players can occupy the different stations in 
Corellian transports. Don't get cocky, kid. 

New artificial intelligence routines give the 
mission designers more flexibility with more 
layers of conditional Al. This gives them leeway 
to write more detailed reactions to events and 
the environment. A new “side logic," which 
determines who's hostile to whom, allows for 
ambiguous situations before you run afoul of 
the Empire. Those red Imperial dots on your 
scanner may not always be the bad guys and 
those neutral dots may not always be neutral. 
The capital ship Al will now try to shoot down 
incoming torpedoes; although this might be 
bad news for the torpedoes, it'll take some of 
the heat off fighters trying to get in close. 

Some of these additions to the basic 
mechanics of the X-Wing series pull Alliance 
closer to the levels of immersion we see in 
realistic flight sims. Certainly the virtual cock- 
pit, with the way it shakes and picks up light 
sourcing from outside the craft, creates a 
remarkable feel of being wrapped inside a 
bubble of glass and steel, much like Falcon 4.0 
and Jane's World War II Fighters, The communi- 
cations routine is taken from sims like DIDs 
EF2000 and Jane's F-15. The virtual cockpit is a 
longtime staple among serious sims. The mul- 
tiplayer pilot/gunner combo recalls some 
thrilling bomber flights in online sims like Air 
Warrior and Warbirds. 

Holland and his team make no bones about 
their love of flight sims. Indeed, Holland was 
one of the pioneers among sim developers: as 
long as ten years ago, he created Lucasarts' 
excellent flight sims like Battlehawks, Their 
Finest Hour, and Secret Weapons of the 
Luftwaffe. "We're trying to build a realistic 
experience of something that's not realistic," 
Morrison jokes. But he's quick to point out that 
this was the idea behind the space combat in 
Star Wars; George Lucas and the nascent 
effects team at Industrial Light and Magic stud- 
ied gun camera footage from World War II 
dogfights. In Totally Games’ restroom, right 
next to the scattered game magazines and a 


>>>Leaving the station above the 
famed spice mines of Kessel 


cheap sci-fi novel, it’s hardly surprising to see a 
copy of Robert Shaw’s Fighter Combat, a text 
book for combat pilots and a veritable bible 
among serious flight simmers. 


A fully operational graphics engine 
Like Jedi Knight, the X-Wing series has lagged 
behind in the graphics race. But both games 
have relied on the power of familiar shapes to 
dazzle rather than vivid detail. X-Wing Alliance 
looks like it will change that. One of the most 
immediately apparent differences is the 
gussied up graphics engine. There are sharp 
new background galaxies and planets; fancy 
shield hit splashes; particle effects in the explo- 
sions; missile trails; blaster charring and dam- 
age skins; throttle-dependent glowing exhaust; 
the hyperspace effect we all know and love; 
persistent debris, ejected pilots, and escape 
pods; and real-time dynamic lighting effects 
from explosions and weapons fire. Oh yeah, 
and don't forget the new lens flare. 


‘It’s a wonderful con- 
Evergence of our desire 
Efo do customizability 


cand multiplayer’ 
- — LARRY HOLLAND 


The textures are entirely remade with an eye 
towards avoiding the smooth blurred look that 
Characterizes so many early attempts at 3D 
accelerated graphics. All the ships have been 
rebuilt with improved geometry for more 
detail. The engine nacelles on a Corellian 
corvette, for instance, used to be a single tex- 
tured block, but now they're individual objects. 
You can clearly see the layered decks on a Star 
Destroyer, as well as the groove that runs along 
the rim of its wedge shape. Particularly daring 
pilots can even fly inside a Star Destroyer and 
down the passageway connecting its twin 
hangars. (One tester was darting through the 
narrow slots in a space station trying to shake 
pursuing TIE Fighters.) The detail is also visible 
on a smaller scale. Alliance features the sim 
equivalent of infantry with its Zero-G 


Stormtroopers, clad in bulky space suits and 
armed with blaster rifles. 

There's a new fly-by view to give a quick cin- 
ematic view of all this splendor and detail, but 
sadly the film recorder won't make it into the 
final release. "There's a definite plan to eventu- 
ally try to get it in there," says Holland, who 
stops short of promising a patch. However, the 
iMuse music scheme will make its triumphant 
return. Rather than using Redbook audio that 
runs an orchestral score from the CD, Alliance 
will use streaming digital music for all the qual- 
ity of Redbook with the flexibility of MIDI. 
There's nothing like the solemn tones of the 
Imperial theme to herald the arrival of a fleet of 
Star Destroyers. The mission-specific radio mes- 
sages, which were previously limited to sixteen, 
can now number as many as sixty four, allow- 
ing for entire conversations to progress the 
storyline while you're in a mission. 

The actual mission worlds are bigger, too, 
often spanning multiple "regions" connected 
by hyperjumps. The game tracks activity in all 
these regions, allowing for chases or simultane- 
ous battles. The hangar of your ship, where you 
select your craft and arm it, is modeled as its 
own region. If your ship is attacked or dam- 
aged too badly, the hangar will glow with 
emergency lights and evacuation warnings will 
sound. Other ships will come and go and 
droids will scuttle about their business. 

The graphics engine can also handle twice 
as many ships as the earlier titles. The actual 
Battle of Endor, which pits two enormous fleets 
against each other, complete with the firing of 
an operational Death Star, will be recreated in 
the game's final battle. You'll be responsible for 
entering the Death Star to find the reactor 
core, destroying it and then getting out in 
time. The busy interiors have been built out of 
cavernous open spaces with graphics of pipes, 
ducts, and girders boxing you in and guiding 
you along the correct path. Even though you 
may be inches from slamming into a wall, you 
can see through the gaps all around you and 
peer deeper into the bowels of the Death Star. 
^We wanted to give a sense of depth, where 
you know you're in a large space, but you still 
have a clear sense of where to go,” explains 
programmer Dave Litwin as he races his X-Wing 
down the narrow gap between a cluster of 
pipes, threading his way between obstacles. He 
eventually breaks out in a wider room, explain- 
ing that here you'll be able to turn around and 
confront any fighters chasing you. 

In a way, X-Wing Alliance has been ten years in 
the making. Holland describes the code base as 
ten years of accumulated knowledge that have 
evolved through their previous games. Of the 
Skirmish Mode, he says, "It's a wonderful conver- 
gence of our desire to do customizability and 
multiplayer." But there's a much larger conver- 
gence at work here: the single-player story with 
the multiplayer flexibility, the Rebellion's epic 
struggle with the intimate story of a man and his 
family, the graphic dazzle with the rich gameplay, 
the immersion of realism with the freedom of sci- 
ence fiction, the open reaches of hyperspace with 
the narrow tubes inside the Death Star, the scale 
with the detail. Whatever LucasArts has in store 
for the release of Episode One: The Phantom 
Menace, this box of convergences called X-Wing: 
Alliance will be a tough act to follow. m 
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“..a sure fire recipe for chaos and mayhem that no sane 
ata player would want to miss.” 


-Computer Games Strategy Plus 


“..a fantasy tag team match on a global scale. It's 
melodrama, it’s excitement, it works.” 


Computer Gaming World 


^... Total Annihilation: Kingdoms is completely 
unbelievable. Everything in the game moves with a grace 
and realism that is stunning." 


Imagine Games Network 


^... fit to sit on the throne of RTS gaming.” 


-Gamer's Republic 


“Never have we seen a game that goes to such great 
lengths to create an innovative, engrossing, story driven 


RTS of this magnitude ... we could be looking at 
something amazing...” 


-Gamefan 
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Your mother always said 


A new era in gaming 


ownload the Gangsters 


demo at www. eidosinte 'ractive.com 
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you'd be famous someday. 


has arrived. Yours. 


" angsters is great. We're itching 
© to get our hands on it!” 


— PC Gamer 


i here has never been a game 
© like this.” 
— The Adrenaline Vault 


a angsters is a novel spin on a 
© tried-and-true gaming formula.” 


— Gamecenter.com 


ORGANIZED CRIME™ 
A mobster sim. 


THE WORLD YOU LEFT 
BEHIND WANTS TO 


DESTROY YOU. 


THE ONE BEFORE YOU WILL DEFINITELY TRY. 


DIPLOMACY. ECONOMICS. WAR. 
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THE ART OF IMPERIALISM 


n unknown land unfurls before you. To become ж A hidden new world, different in each 
p same, to explore and ci 3 
one of Europe's-Great Powers, you'll have to parlay Биле web, Gero coniques 


this discovery into conquest. Then exploit the New * Over 40 military and civilian units and 
с 100 technologies from 300 years 
World's exotic'resources to swing the balance of history (1500s - 1800s) 


of power back home. Ж Advanced AI considers nation-specific 
personalities, strategies and 
Develop what you can, trade for the rest. Deploy diplomatio agendas 


spies to help stay ahead of the technology curve. -~ * New tactical battle engine gives greater 
г Д player control during conflicts 
Build a formidable military. And don't forget: the 


* Intuitive interface and gameplay 


object is to unite Europe under one flag - tutoriak-for first-time players 


* Multiplayer support for up 
to 6 players E 
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"More challenging, 


easier to play 

and more replayable 
than any of its 
‘conquer the world' 
competitors" 


- Computer Gaming World (1/99) 


The sim that would be king 


ou've heard it before. “[Our product] will be the 
Y Microsoft Flight Simulator killer." Thus far that 


hasn't happened. Although Terminal Reality 


hasn't made any such (public) proclamations about their product Fly!, 
early testing with a Beta version of the product makes it impossible not 


to consider that the team’s primary goal. 


Fly! is a general aviation simulation slated for release on both the PC 
and the Macintosh. Like Sierra's ProPilot products, it intends to supply all 
of the "extras," such as GPS (Global Positioning System) navigation tools 
that Microsoft Flight Simulator users have to obtain from third parties— 
all in one box. (In many cases the add-ons for Flight Simulator exceed the 


cost of the program itself.) 


The game will initially ship with five aircraft: three single-engine and 
two dual-engine prop planes and one small business-class jet. Although 


it wouldn't be proper to 


Realistic instrument panels recreated in the original manufacturer's configuration and 
layout are, like their real-life counterparts, quite large 


and moon, which will travel across the sky as expected. Astonishingly, 
Fly! will ship with some 9,500 airports. 

For navigation, the game's NAVAID database allows flight throughout 
the U.S. and major countries. The game also includes an extensive flight 
planner not only configures waypoints and fuel but also computes the 
aircraft's weight and balance. Weather is user configurable (visibility, 
temperature, wind speed and direction, and cloud layers), but you have 
the option of importing METAR weather reports. 

Fly! will feature interactive air traffic control with full voice support. 
ATC will interact with the user as well as direct computer controlled air- 
craft. Dynamic scenery features realistic vehicle activity at airports, in 

waterways and in the air. Furthermore, air traffic 


judge flight models of an 
unfinished product, we 
can (thankfully) report that 
Fly!'s flight models do not 
simply switch off when 
performing aggressive and 
non-standard maneuvers. 
Although there's only one 
flight model, pilots can 
adjust some realism set- 
tings, including battery 
drain, icing, gyro drift, 
accurate ground traction, 
manual prop and mixture 
controls, and spins are 
individually selectable. 

Flight models are only a 
small part of what the 
game will offer. It also features realistic cockpit and avion- 
ics systems. Instrument panels are fully functional and 
operable with mouse clicks. Pop-up windows will appear 
over hot spots and will display what the instrument is and 
its exact reading, which is wonderful for those of us with 
small monitors. 

Fly!'s viewing system allow you to scroll the instrument 
panel view around to make things easier or you can select 
an abbreviated instrument panel. Cockpit views uses a 
fixed, pan/tilt system that progressively switches through 11 
fixed views. Additional views are the standard external, fly- 
by and chase views. 

The world will feature realistic terrain chockfull of 3D 
scenery objects. At the base is a spherical latitude and longi- 
tude ground system (think accurate great circle navigation). 
The global flight area uses a worldwide digital elevation ter- 
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rain model database from the USGS (United States Geographical Survey) 
to provide realistic terrain heights. Terminal Reality's Photex3 graphics 
engine then integrates true satellite terrain imagery (from LANDSAT) to 


complete the illusion. 


Approximately five "primary" scenery areas (each covering 100x100 
miles square) use detailed satellite photography for sightseeing flights. 
To top if off, 400 of the brightest stars (those that can be seen with the 
naked eye) are accurately mapped. Other celestial bodies include the sun 
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will include non-user flyable aircraft in airspace 
under ATC control. 

Pointing at an object in Fly!’s world will display 
its name, range, and height. Double clicking on an 
airport and receive online runway, localizer and 
ATC information. 
Doing the same on 
NAVAIDs will display 
identifiers and fre- 
quencies. Other fea- 
tures include an 
autosave feature that 


Terminal Reality's 
Photex3 graphics 
engine uses true satel- 
lite terrain imagery 
from LANDSAT 


Double clicking on 


an airport (even out 
the cockpit window) 
will display a wealth of 
important information 


saves your Flight Plan, 
Environment, 
Simulation State, 
Aircraft, Fuel, or 


Weight. The ubiqui- 
tous instant replay 

and standard multiplayer 
modes (but with a Voice chat 
feature) will also be included. 

Not only is Fly! attempting 
to combine all of the capabil- 
ities of other GA sims out 
there, they've added many 
features to the pot. Whether 
it can ultimately supplant 
Microsoft Flight Simulator 
may not be totally in the 
hands of Terminal Reality 
programmers. Flight 
Simulator's 16 years of 
momentum, its huge user 
base, and third party support 
will be hard to beat—Fly/s ultimate success depends on end-user accep- 
tance. Feature-wise, it looks to have the best chance of any upcoming GA 
flight simulations at creating its own kingdom, if not toppling the reign- 
ing king. But again, does any of that really matter? There's more than 
enough room for more than just one great general aviation simulation. 

Holding short for clearance, Fly! is expected to takeoff in the second 
quarter of 1999, -Ben Chiu 

Fly! Terminal Reality Inc. • Windows 95/98, MacOS 


an abandoned and decrepit Polish city? If developer 
Metropolis and publisher Monolith have their way, that's just 
what you'll be doing when they release Odium this May. 

The setting for the game is the present. You take on the role of Cole 
Sullivan, an investigator for NATO who's been sent to check out 
events in a recently discovered "hidden city" called Gorky 17. This city 
is a Cold War-relic, an exact replica of a typical U.S. municipality the 
Soviets set up there for the training of covert operatives, but then 
abandoned at the end of 
the Cold War. All is not well 
in said derelict city; there are 
reports of strange happen- 
ings, reports that are "of a 
grisly nature." Of course, 
your job is to get to the bot- 
tom of it all. Sound X-Files- 
ish to you? Indeed, Monolith 
materials gleefully state that 
the game sports a "plot 
filled with veiled agendas 
and hidden conspiracies 
based on professed real- 
world occurrences." It 
sounds like Sullivan should 
call on Scully and Mulder. 

The game is a strong 
mixture of role-playing and 
certain tactical-style "strate- 
gy” games; RPGers familiar 
with Fallout or strategy 
gamers who've played X-COM or Jagged 
Alliance would all feel comfortable with the 
basic structure of the game. On the RPG side 
you've got the story and character elements. 
Aside from Sullivan himself you may add up to 


H ow would you like to spend the spring experiencing terror in 


That war-torn, 
post apocalyptic 
motif abounds 


Characters and 


three other characters to your party as you backgrounds 
move through the city. Despite the physical blend well in 
wonderfully 


danger posed by over 40 different, err, “enti 
ties” (we don't want to give too much away, 
but we can say that it sounds like Sullivan will 
leave the aliens to the X Files crew), all is not combat. Character 
development will play a big part in the game, as will character inter- 
actions. To add to the tension, that which you would normally fight 
may instead be an unlikely ally, while those you assume to be friends 
could turn out to be your deadliest enemies. 

When you're not talking or examining, chances are you'll be fighting 
While Monolith calls it a “strategic combat system," that's a misnomer— 
it's really a down 'n' dirty tactical battle system. One thing that sets the 
system apart from predecessors (or contemporaries) is its scale—the 
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multi-level detail 


Strategy goes role-playing 


view on the action is quite close up, so the characters are 
larger and more detailed than previous like-minded 
games. Viewed from a three-quarter isometric perspective, 
the characters themselves are 3D models (800 to 2000 
polygons per character "mesh"), and fit surprisingly well 
into the lavishly detailed hand-painted backgrounds (take the graphics 
quality of Commandos' backgrounds and give them the gritty feel of 
Fallout and you've got an idea of Odium's style). The characters and vari 
ous special effects will support 3D acceleration for smooth animation, 
something already partly in place for the beta we saw 

While the backgrounds aren't 3D modeled, the game does take 
into account the third dimension, modeling height and lines of sight, 
all something you'll want to remember in combat. Monolith's Dan 
Bernstein tells us he gets tired of the click-move, click-move turn- 
based tedium when that's all that's going 
on (in other words, when there's no com- 
bat or character interaction happening). 
5o, similar to Jagged Alliance 2, Odium will 
run in real-time until an "enemy" (who 
may or may not be an enemy) is spotted, 
then switch to turn-based movement and 
combat. Characters can be armed with an 
assortment of real-world weapons, from 
the familiar assault rifle to the esoteric 
tazer-like stun gun. 

Whether you're fighting or talking, 
Metropolis and Monolith aim to keep you 
on the edge of your seat the whole time. If 
they can achieve the tension and fascina- 
tion of an X-COM or a Fallout, they'll have 
our thanks... or maybe they won't when 
the residents of Gorky 17 come to visit us 
after a session of Odium. -Scott Udell 

Odium * Monolith Productions * 
Windows 95, 98 
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The game’s nothing if not colorful 

You can actually enter structures—those construc- 
tion robots can be quite vulnerable 

erson, in-the-robot view is simple and 


ized, and shouldn't detract from the 
game's strategy focus 


Пар ПІПеЗ 


h, it’s the same old story: Earth is overcrowded 
A and getting desperate—it must seek relief by 

colonizing other worlds, and the ones in our 
own neck of the spiral arm just won't do. A massive scientific effort is 
begun, and lo! Faster-than-light travel is achieved. Now, though, the 
story changes—cell-based organisms can't survive the trip. So, four 
"races" of machines, led by central pods, are sent out to terraform new 
worlds, making them ready for the colonists following in slow-ships 
(shades of Clarke's Songs of a Distant Earth here). The thing is, the 
humans never show up. Over time, one of the robot races suffers massive 
damage to their central pod; like Star Trek's V'Ger its programming gets 
scrambled into Bezerker-like lines: it goes far beyond terraforming its 
planet and instead converts it whole-hog into a massive, Death Star- 
sized entity... then goes looking for more resources. 

Thus the stage is set for Acclaim's 3D real-time strategy game Machines. 
You become one of the CPU Pods, in charge of your race of robots. Your 
ultimate goal is to fight your way to the renegade race's mechanized plan- 
et; along the way you'll move through 20 missions ("planets") split 
amongst several star systems. While the mission progression will generally 
be linear, in some of the solar systems you may be able to chose which 
planet you go to. There will be some carry-over, and you may also get the 
option to re-fight a battle on a planet (with things from earlier battles still 
present) to help build up your forces. Some planets will have day/night 
Cycles, so night operations (and night-capable units) will come into play. 

At first blush the game looks like a lot of the RTS games that are using 
3D. When you start a mission you get an isometric view of the battlefield, 
and you can scroll, rotate, and zoom that view (as of this writing Acclaim 
wasn't sure yet if you'd be able to change the angle). One interesting dif- 
ference from the norm is the game's use of fog of war; in addition to the 
normal blackness you uncover as you expand, your view will fuzz-out 
with static and then go black if you move too far away from any of your 
units or buildings; a small 2D radar view does show you terrain and 
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enemy units you can sense, but your main visuals are limited to a degree. 

The next view option is to drop down to ground level, where you can 
get a good look at the individual machines and buildings. You're still in a 
third person view, and can still command groups. Acclaim's Howard 
Perlman, Associate Producer on the product, says this is his favorite view, 
but that others prefer the more overhead view. The really different view, 
though, is the first-person, in-the-robot view. While Perlman says that 
this is not intended to make the game more action-oriented along the 
lines of Battlezone (he stresses the strategy nature of the game), it is а 
third option for those who'd like to try it, and one that may come in use- 
ful in particular instances... instances like entering buildings, something 
that may be a first for RTS games. 

In the game you'll find yourself doing a lot that's familiar to RTS play- 
ers: building bases, conducting research, spewing out robots, exploring, 
fighting (lots of really colorful, explosive fighting). Asked what makes 
Machines different from the other 3D RTS games, Perlman points to the 
look and feel (particularly the detail lavished on the robots themselves), 
the multiple viewing perspectives, and the use of the spy robot to do all 
kinds of missions (especially fun to use, he says, in multiplayer). 

The game will support four people in multiplayer, and will ship with 
approximately 10 multiplayer maps in addition to the 20 or so single 
player. Maps will range from planet-side to indoors to space-based 
(doing "platforms" in space in a much more interesting way than 
Starcraft). While the mystery of humanity will never be answered, along 
the gaming way you'll uncover hints of organic entities... hints that 
could set the stage for a sequel. This, of course, assumes that Machines 
comes out well-lubed and ready to roll (or clank, or skitter, or fly) when it 
releases this Spring. -Scott Udell 

Machines * Acclaim * Windows 95/98 


Graceful lines dignify the city of Kaarg 
An impressive array of spells, if you're a basilisk 
An NPC sits quietly at his hookah in a Kaarg Inn 


sounds like a female recording artist but isn't). It was a hybrid strate- 

gy-role-playing game. It was surprisingly satisfying. It was Monolith’s 
Rage of Mages. This game emerged only last October, and now, as if by 
wizardry, we will be seeing its sequel in April of this year. Nival began 
work on the sequel the minute the original game was finished—actual- 
ly, as is the case with most sequels, it began development of the sequel 
during the development of the game. As a result of testers’ and players’ 
comments, and as a result of the general natural evolution of a game, 
Necromancer was well equipped with at least ideas as early as eighteen 
months prior to its upcoming release. Said Monolith's Director of 
Product Acquisitions Dan Bernstein, "The idea is that instead of setting 
out to make a new engine—the people have concentrated on making 
Rage of Mages a better game." 

Again we will see a mission-based real-time strategy/role-playing 
hybrid, split almost 50-50 with a party-development, stat-sucking, loot- 
grabbing, spellcasting role-playing game (although there will not be the 
full-blown character history of a full-blown RPG). The story will unfold in 
43 non-linear branching missions. One of the biggest problems with the 
first game is its linearity, which is inordinately tied into the inability to 
back out of a mission once you have taken it. Hence there is no scouting, 
and very little chance to decide just what you should be bringing with 
you as you approach a mission. Here you will be offered more back- 
ground information, and will hence have more of a sense of just what it 
is you're supposed to do. 

The ultimate mission will be to follow the trail of evil across a barren 
wasteland and track the wicked Necromancer to his lair to attack his 
army of the undead. The world is a new, original realm with a larger vari- 
ety of terrains (including Middle-Eastern desert cities and arboreal druid 
villages). You may also find more than one terrain type per map, and 


E t was unassuming. It was from Russian developer Nival (which 


ia 0 Maes 


N From Russia with more 


they are discussing the possibility of magic portals (a must in our 
book...walking is only fun the first time). A terrain editor will be 
available this time as well, but here it will be full-featured and 
more integrated. Necromancer also features over 200 new 
weapons, armor, spells, objects and buildings. There will be 52 
additional races available, and although there is no character cre- 
ation scheme, you will have the ability to play as and ally with Orcs and 
Trolls as well as with the human races. Over 14 new monsters with differ- 
ent combat abilities will make their debut, including hideous skeletons, 
zombies, druids, shamans, and of course the lethal race of Necromancers. 

The magic system will include Summon Creature spells, a far cry from 
the general boring arsenal of thirty-five "magic-missile-type" spells, as 
well as the art of Necromancy which will enable you to resurrect and 
recruit your own army of undead. These types of spells are certainly 
found in many other types of RPGs, but were missing from the original 
game, leaving a much blander set of spell options. 

Multiplayer gaming will be enhanced by two new arenas with support 
of up to 16 players, and now, to prevent altering character data, all statis- 
tics will reside fully on the server. After all, studies from Journal of the 
American Psychiatric Association show that artificially raising your hit 
points lowers your self esteem. 

When Monolith acquired the first game, it was almost completely fin- 
ished, and was designed primarily for a Russian market. An early pre- 
release version of the original that we saw was voice-acted completely in 
Russian, and the U.S. translation suffered somewhat. Since this time 
around they knew that the game will have a U.S. market as well, the 
translation process should be more polished. 

In the early version we saw, the graphics look better, bigger, and 
much, much brighter. Rage of Mages wasn't entirely bleak—"muted" is 
probably a better word, but Necromancer is a lot more vivid, lighter and 
almost New World-esque in its pink-and-lavendar-ity. Although so much 
is jumping into 3D these days, it's still acceptable when nice old-fash- 
ioned 2D sprites on colorful terrain are presented in an engaging game- 
play experience. 

Will it be engage us? Let's propose to it and find out. -Cindy Yans 

Rage of Mages II • Monolith + Windows 95/98 
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Send your questions to: 


Intel announced their Pentium Ill processor, which is also 
known as “the processor formerly known as Katmai.” The big 
deal about this processor is not just the faster speeds at which 
it will operate but “SSE,” or “Streaming SIMD Extentions.” Many 
have called these new processor instructions MMX2 or KNI in 
the past, but the end effect is more important than the 
moniker. Like MMX, SSE is a set of new instructions that pro- 
grammers can use to do certain functions more efficiently. 
Unlike MMX, SSE should have a real significant impact on game 
performance. It’s very much like AMD’s “3D Now!” technology. 
The real question is, will it be worth it? Early Pentium Ill sys- 
tems will likely be very pricey and without a lot of software that 
directly benefits from SSE yet released, only the extreme hard- 
core hardware junkies will probably be able to justify having 
one of the first Pentium IIl systems. Further down the line, as 
prices fall, speeds increase, and software is released, we can 
expect it to become as commonplace as systems with MMX 
capabilities. A speed boost of 15-30% in 3D games that use SSE 
(over a comparable non-SSE system) is a reasonable expecta- 
tion, and nothing to laugh at. If a game that runs at 40 frames 
per second on one system runs at 52FPS on the next just 
because it has SSE, that’s a compelling reason to buy a Pentium 
Ill. We'll have to wait to see how the software support comes 
along, and how quickly prices fall, to know if Intel's gift to the 
gaming community comes with a price tag gamers can justify. 


Q: What exactly does vsync do? 


-Alan L. 


А: Vsync stands for "vertical synchronization." 
To fully understand it, we need to delve into 
how your video card and monitor work. 
Basically, monitors display horizontal lines of 
information from the top of the screen down- 
ward. These are called "scanlines," by the way. 
Your 3D card determines what each pixel for 
of the screen should be, one screen at a 
time... each screen is called a "frame." It 
stores this info in a chunk of memory called 
the "frame buffer" where it sits to be convert- 
ed by the video card's RAMDAC into scanlines 
for your monitor. 

Most video cards do what's called "double 
buffering" by default. This is where they write 
data into a second frame buffer (buffer B) while 
the complete frame buffer (buffer A) is being 
converted to scanlines for the monitor by the 
RAMDAC. When buffer B is finished, the two 
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buffers are swapped, so the RAMDAC can completes buffer B. If the RAMDAC isn't done 


qa@cdmag.com 
3D Sound and VSYNC explained by Jason Cross 


begin sending the newly completed frame to 
your monitor. When vsync is on, the buffer's 
aren't swapped until the RAMDAC is finished 
converting the frame. When vsync is off, the 
buffers are swapped as soon as the video card 


The option to disable 
vsync is often buried deep 
in the display properties 


with the frame its working on, it will end up 
creating a screen that is partially one frame and 
partially the next. This visual glitch is often. 
called tearing. Having vsync on prevents tear- 
ing, but it means that when buffer B is full, your 
video card can't do much 
until your monitor's next 
refresh. This short stall ham- 
pers performance a bit. 
Many video cards now 
support triple buffering, 
which adds a third frame 
buffer, giving the video card 
a third buffer (buffer C) to 
work in while waiting for the 
monitor's refresh to come 
around. This requires more 
memory than double buffer- 
ing, but it prevents the short 
stalls that usually happen. 


Video cards are usually benchmarked with 
vsync off, so they can run at “full speed”, deliv- 
ering framerates that are independent of the 
monitor, This makes scores that are a little 
higher than normal users can expect, since 
they have vsync on, but show the true power 
of the card and are more consistent. 


Q: What type of motherboard is required 
by the Pentium III and Pentium Il Xeon? 
Are BX boards compatible, or is there 
another new chipset? 

-Jim E 
А: Currently, Pentium Il Xeon processors oper- 
ate on GX chipset motherboards, which are 
very similar to the BX motherboards that newer 
Pentium Il and Celeron systems use. Initial 
Pentium Ill processors will also operate on the 
BX chipset, with 100MHz front-side bus, just as 
the Pentium Il processors do now. Most users 
who already have a BX motherboard would 
need to update its BIOS to support Pentium III, 
and they should contact the manufacturer 
about that. Future Pentium Ill processors that 
use an increased 133MHz bus speed and 
Rambus RAM will coincide with a new mother- 
board chipset type. Intel hasn't given the letter- 
designation, specs, or even officially 
announced that chipset as of yet, but we know 
it's in the works. 

If you're not buying a complete pre-built sys- 
tem, some good advice is to buy your processor 
and motherboard from the same company and 
ask them if they're fully compatible. 


Q:How does 3D sound work with only 
two speakers? 

-Steve B. 
А: ЗО sound from two speakers is a "psychoa- 
coustic effect"—basically an optical illusion 
for your ears. Though some believe that accu- 
rate 3D sound can't possibly come from two 
sound sources, the truth is that we only have 
two ears and properly tricking them can have 
drastic effects. 


When we hear a sound that comes from in 
front of us, a little to the left side, and elevat- 
ed, each ear hears it a little differently. The 
sound waves reach the right ear a little later 
than the left, some of the sound reaching the 
right ear is blocked by the head, and our outer 
ear's shape and material affects the sound as 


Sounds also reach each ear at 
slightly different volumes 


well. Our brain automatically processes all of 
these signals, along with very important visual 
information, to help us precisely locate the 
source of the sound. The ultimate example of 
this process at work is listening to the one per- 
son you're having a conversation with in a 
crowded room. 

Sound cards that produce good 3D sound 
from two speakers or headphones use HRTFs 
(Head-Related Transfer Functions) to modify 
the sound. These functions take the position 
of the sound in 3D space as your computer 
has defined it, and modifies the sounds com- 
ing from the left or right speaker to reproduce 
all those little variables that help us locate a 
sound in real life. That is, it causes a slight 
delay between the left and right speaker, 
modifies the sound to reproduce muffling by 
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modified by the outer ear 


difficult with speakers than headphones, 
where the sound waves from the speakers can 
interfere with each other (an effect called 
"crosstalk"). Some sound cards even help 
eliminate this. 

Even the best 3D sound cards don't work 
very well without 3D graphics. Visual cues are 
an important part of our brain's process in 
locating sounds - close your eyes in that crowd- 
ed room and it's much harder to pick out indi- 
vidual voices. It's also true that the effect of 
having sounds appear to come from above or 
below you is more difficult to reproduce than 
placing a sound somewhere around you hori- 
zontally. Being a psychoacoustic effect, the 
entire process simply works better for some 
people than others, just as some people fall for 
optical illusions more readily. s 
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Pentium Ill Announced 

Intel officially announced the Pentium 111 processor this 
month. This is the official name of the processor that had 
been code-named Katmai. The only appreciable difference 
between Pentium III and Pentium II, at this point, is the 
addition of "SSE" or "Streaming SIMD Extentions." These 
are new processor commands 
and features, much like MMX, 
that are intended to significantly 
speed up 3D applications that 
make use of them. Pentium III 
chips will debut at speeds of 450 
and 500MHz, with faster ver- 
sions by the end of the year. 

Later this year, Intel will release 
Pentium III chips that require new motherboards which 
support 133MHz bus speeds and Rambus DRAM, offering 
an even greater speed boost. AMD will counter Intel's lat- 
est chip with it's own K7, which also necessitates a change 
of motherboard and won't be released until the second 
half of the year. 


Quake III Arena on Mac 

The Macintosh is finally becoming a real game machine, at 
least that was the spiel at the latest MacWorld expo. In 
addition to an elaborate demonstration about how the 
new G3 Macs, complete with Rage128 3D accelerator with. 
16MB of RAM, will be faster than the fastest Pentium Il, a 
short but impressive list of planned releases for the Mac 
was given. Battlezone, Heretic 2, SIN, Zork Grand Inquisitor, 
StarCraft, Myth 2, SimCity 3000, 

Railroad Tycoon Il, Fly!, Dark 

Vengeance, Quake Ill Arena, Quake II, 

Interstate 76, Jazz Jackrabbit 2, 

Falcon 4, Klingon Honor Guard, Age 

of Empires, Creatures 2, Imperialism 

II, Tom Clancy's Rainbow Six and 

Quest for Glory V were all announced 

to be heading for the Mac. John Carmack, id Software's lead 
programmer, was on hand to showcase a technology demo 
of Quake II! Arena, which will be released simultaneously on 
both PC and Mac. A test-version of the game is scheduled 
for a release in March, and will also appear on both plat- 
forms at the same time. Carmack later clarified his presen- 
tation on the web, stating that the new Macs are not, in 
fact, superior to the best PCs but are finally on nearly equal 
ground (from a gaming perspective). He elaborated that 
the MacOS operating system has many problems that make 
development on the Maca pain, but that these are being 
addressed nicely in the future MacOS X. 


NVIDIA Goes Public 


Graphics technology manufacturer NVIDIA (makers of the 
RIVA TNT chip) became a publicly traded company on 
January 22. Traded on the NASDAQ stock market with the 
ticker symbol NVDA, it offered 3,500,000 shares of common 
stock at a price of $12.00 per 

share. The “silent period” that 

accommodates these Initial 

Public Offerings is perhaps why 

we haven't heard much from 

NVIDIA lately, but being a pub- A V I D IA 
licly traded company makes it 

necessary to disclose more information, so we should hear 
more from them in the future. The initial $12 price of NVIDIA 
stock is well above initial expected price of $7-9. That price 
was revised before the IPO to $9-11, but the actual IPO start- 
ed off higher still, possibly showing signs of high demand. 
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Monster Sound 


MX300 


Top-tier audio you can afford 


The first two Monster Sound cards from Diamond were good sound 
cards that delivered what was, in their time, great 3D audio. Though 
they were compatible with Aureal's A3D sound standard, they didn't 
use the Vortex (AU8820) chips that Aureal designed, but were instead 
powered by a custom sound processor. The result was a sound card 
that offered nice 4-speaker output and great sound quality, but did- 
n't work well in DOS applications that demanded SoundBlaster com- 
patibility. There were also problems with the Monster Sound's joy- 
stick port. For Diamond's next-generation A3D 2.0 sound card, 


they're using Aureal's new Vortex 2 (AU8830) chip as 
the foundation, trying to eliminate those 
problems, while increasing sound quality 


and functionality. 


The first two Monster Sound cards from 
Diamond were good sound cards that delivered 
what was, in their time, great 3D audio. Though 
they were compatible with Aureal's A3D sound 
standard, they didn't use the Vortex (AU8820) 
chips that Aureal designed, but were instead 
powered by a custom sound processor. The 
result was a sound card that offered nice 4- 
speaker output and great sound quality, but 
didn't work well in DOS applications that 
demanded SoundBlaster compatibility. There 
were also problems with the Monster Sound's 
joystick port. For Diamond's next-generation 
A3D 2.0 sound card, they're using Aureal's new 
Vortex 2 (AU8830) chip as the foundation, try- 
ing to eliminate those problems, while increas- 
ing sound quality and functionality. 

The MX300 has nothing if not plenty of fea- 
tures. On the back of the PCI card are gold-plat- 
ed connectors for the two buffered line-level 
outputs, a microphone input, a line input, and a 
joystick/MIDI connector. Sound output is 
exceptionally clean, with a signal/noise ratio of 
>96dB. Internally, the card has standard 
hookups for CD, modem, and auxiliary audio 
input and a wavetable header for connecting a 
MIDI daughtercard. There is also a connector 
called the "MX-Link" for connecting an add-on 
card that will provide more external connec- 
tions and other functions. The card does A3D, 
A3D 2.0, DirectSound, and DirectSound 3D 
acceleration in hardware, and provides excel- 
lent SoundBlaster support in DOS. MIDI support 
is also excellent, with 320 simultaneous voices 
(64 generated in hardware) and full DLS (down- 
loadable sound) support. Just as important, the 
instrument sounds are even a touch better than 
the excellent sounds of the previous Monster 
Sound cards. 

The big draw of the MX300 is A3D 2.0 and 
the 3D sound it enables. There has been some 
question as to whether or not A3D 2.0 is better 
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than the competing 
EAX standard from 
Creative Labs. In our 
subjective testing, we 
found that A3D pro- 
duces much more accurate and 
convincing 3D positional audio, espe- 
cially with 4 speakers. Many users won't really 
hear sounds coming from all around them with 
only 2 speakers, though proper handling of 
sound reflections and doppler effects help 


SoftDVD. The MX300 will filter the surround 
sound of DVDs down to two or four speakers, 
even simulating the surround experience with 
two speakers using positional audio. The drivers 
allow two filter effects such as echo or reverb to 
be placed on MIDI files and output to be tai- 
lored to 2-speaker, 4-speaker, or headphone 
output. These options are nice, but more are 
needed. The ability to adjust sound volume for 
each of the four speakers independently is 
essential for those who can't place their speak- 
ers equidistant from their chair, and options to 
apply filter effects to more than just 
MIDI output would be a welcome addi- 
tion. A driver upgrade that supplies 
these things is promised "soon." 
Comparisons to Creative Labs" 
Sound Blaster Live! are inevitable, 
and while the Live! is a fantastic 
card, the MX300 still edges it out. 
While the full version of the Live! 
offers more external connectors, it also 
Costs twice as much as the MX300. The 
equally-priced Live! Value is a more worthy 
comparison. EAX and A3D appear to be 
equally well supported in the development 
community so far, but the MX300's future dri- 
ver upgrade should provide support for either 
standard. Early card comparisons showed that 
playing many sounds at once had more of an 
impact on CPU utilization on the MX300, but 
Diamond's most recent drivers bring CPU uti- 


Early card comparisons showed that playing 


many sounds at once bad more of an 
impact on CPU utilization on the MX300, 
but Diamond's most recent drivers bring 


CPU utilization down to a level comparable 


witb tbe Creative Labs 


card 


make it more convincing than typical stereo or 
DirectSound 3D sound. Of course, 3D sound 
capabilities are moot if the game support isn't 
there, and support for A3D is already strong, 
with the greatly enhanced A3D 2.0 support 
gaining speed as well. Top titles like Unreal, 
Half-Life, Sin, and Heretic 2 are all getting the 
A3D 2.0 treatment. Aureal plans to add support 
for EAX and the upcoming EAX 2.0 to their dri- 
vers for the Vortex 2, so owners of cards like 
the MX300 will have support for all major 
sound standards. 

Diamond includes a reasonable software 
bundle, consisting of a full version of Recoil by 
Zipper Interactive, Half-Life: Day One by Valve, 
several utilities from Midisoft, and Zoran's 


lization down to a level comparable with the 
Creative Labs card, with further optimizations 
promised. While both the MX300 and SB Live! 
Value are excellent cards at a good price, the 
better 3D sound of A3D 2.0 and future support 
for EAX give the MX300 the edge. Toss in a 
decent bundle and a 3-year warranty, and you'll 
be hard pressed to find a more functional or 
better sounding card. To get all this for around 
$100 is almost criminal. -Jason Cross 
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Monster Sound MX300 
Diamond Multimedia - www.diamondmm.com 
MSRP: $99.95 


Voodoo? in most Direct3D games. The 
Graphics Blaster RIVA TNT is no differ- 
ent from other TNT cards in 
these respects. 


any video cards these days are based 
M almost entirely on the chip manufac- 

turer's reference design, leading to 
consumer confusion when several different 


brands of cards are released that are different It's very 

only in very subtle ways. The RIVA TNT based quick, 

cards are no exception, and Creative Labs’ ver- offers 

sion is, like all other TNT-based cards, a good excellent 

choice for gamers. image 
We've all heard about the TNT's capabilities quality, has 

by now. It does single-pass multitexturing, 32- pretty solid 


Direct3D and 
OpenGL drivers, and 
won't leave gaping 
holes in your wallet. Our 
benchmarks have shown 
that Creative's card falls in 
line with other manufactur- 
er's TNT cards, swaying at 
most one or two frames per sec- 


bit color, has an 8-bit stencil buffer, etc. We've 
also heard about how it outperforms a single 


Pentium Il 350, 64MB RAM, Windows 98, 
driver version .48 (12/9/98), vsync off 


Quake2 v 3.20 64.8 573 38.3 ond in either direction—simple 
Unrealv220 | 23.4 18.8 127 d E and maram of error 
could easily account for that. 
3D Mark 99 2441 1923 1403 s 
nd Its clear that being "yet another TNT 
2D Business " н 
Ойдын oo INIA 127 5 card” makes the Graphics Blaster RIVA TNT a 


good purchase from a performance perspec- 
tive. Other cards offer more accoutrements 
that might make them a better purchase, 


Quake2 у 3.20 62 43.8 27.8 though. Creative opted to develop a card 
Unreal v 220 15.5 10.7 73 without TV-out, which some competing TNT- 
3DMark99 2031 1531 1065 based cards offer. The software bundle is also 
2D Business woefully light, including only one game, and 
Winbench 99 | N/A 120 112 an old one at that (Acclaim's Forsaken). The 


chief benefits to Creative's card are the color 


Graphics Blaster RIVA T 


Creative Labs delivers a simple but solid TNT card 


and gamma 
correction software 
included, and their ongoing driver 

support. While many users prefer to use 
NVIDIA's reference drivers (and they work 
fine), Creative has been very good at keeping 
their drivers up to date and even offering 
new features. If you're looking for a TNT- 
based card and don't care about TV-out or a 
special bundle, Creative's bare-bones solu- 
tion has been a little cheaper than its com- 
petitors thus far. If TV-out and a good soft- 
ware bundle is important to you, look else- 
where. -Jason Cross 


k k k ITY 


Graphics Blaster RIVA TNT 
Creative Labs * www.creaf.com * MSRP: $169.99 


Wingman Formula Force 


It’s big, it’s red, it’s USB...who could ask for more? 


market. The rubberized crimson racing wheel 
makes the unit really stand out in an already 
„ crowded market. Features include four buttons 
placed in the middle of 


Il at once, most of the 
major manufacturers 
put a force- 


feedback wheel 


on the the wheel, dual pad- 
shelves in dle (shifter) con- 
time to trollers, gas and 
cap- brake pedals, 
ture dual clamping 
those 1998 mechanisms 
holiday shopping and program- 
dollars. One of the most mable func- 


impressive offerings comes tionality 


from Logitech. The Wingman Formula provided 
Force is not only a quality force-feed- by the 
back wheel and pedal combo, but it’s Logitech 
also the only USB solution. In Windows 95 Profiler 

or 98 it can be used as a serial port device, software. 
but in Windows 98 exclusively it can be The unit also 


comes bundled 
with Gremlin's 
Motorhead and 


used as a USB peripheral 
One thing you'll notice right away is that it’s 
the most colorful force-feedback wheel on the 


Ubi Soft's F1 Racing Simulation. 

Installation is as simple as can be. A corded 
power supply requires being plugged in toa 
wall outlet; it's connected to the pedal unit, and 
the pedal unit features the wires leading to the 
wheel and your serial or USB port (by using the 
USB adapter they provide). You can even choose 
to use the pedals as a combined single axis, or 
with each pedal using a separate axis for more 
precise acceleration and braking in simulations 
like NASCAR Racing 1999. 

In addition to having an impressive software 
bundle and being prettier than the competition, 
feature-wise this unit is the equal of the compe- 
tition. The support for USB is the icing on the 
cake. Overall, you really can't go wrong with the 
Wingman Formula Force. -Rod White 
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Wingman Formula Force 
Logitech * www.logitech.com * MSRP: $179.95 
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Alpha Centauri 


Mankind's future in space is a lot like its past on earth 


“W hat happens next?” It is a ques- 
tion that millions of strategy 
fans have been asking since 
MicroProse released Sid Meier's original epic 
masterpiece Civilization in 1991. That game was 
a bit like traveling through time—oversee the 
construction of the pyramids one moment, 
wonder how it got to be four o'clock in the 
morning the next. Nurturing human society 
from the dawn of history made for a com- 
pelling experience, and mounting the first 
human expedition to another world (one of 
two victory conditions) was a natural finale rep- 
resenting all of our hopes and dreams for the 
future. Brian Reynolds designed Civilization Il 
(with a bit of help from Sid), and while it was a 
wonderful remake of the classic game, it still 
failed to answer the big question. All of human 
history culminated in a single spaceship on a 
journey to Earth’s nearest neighboring star. 
What does happen next? 

Meier and Reynolds since left MicroProse to 
found Firaxis, and while it has been a long time 
in coming (eight years is an eternity in the game 
industry), they have finally come up with an 
answer. Dismissing the trivial legality of the fact 
that MicroProse still owns the rights to Meier's 
original game, there is little question that Alpha 
Centauri is the real sequel to you-know-what. 

The story picks up where Civilization basical- 
ly left off. A single spaceship—the Unity—has 
been sent by the United Nations on a mission 
to colonize Chiron, an Earth-like planet orbiting 
the primary star of Alpha Centauri. Along the 
way the ship's reactor malfunctions, and the 
crew is prematurely woken from cryo-sleep. 
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A number of named geographical features such 
as the Ruins help flesh out the alien world you 
now call “home” 


This monument gives the player a visual 
record of progress, much like the throne room 
in Civilization 


One unfortunate feature that carried over from 
Civilization is the computer players' utter disre- 
gard for sensible base placement 


With nothing to do for the remainder of their 
four light-year journey but ask each other "are 
we there yet?" about ten-thousand times, they 
naturally fall to bickering. By the time the Unity 
reaches Chiron the crew has fractured into 
seven factions, each espousing a separate ide- 
ology regarding the future of the mission and 
their future civilization. Apparently none of 
these ideologies involve repairing the ship's 
reactor, because it eventually goes critical and 
destroys the ship within sight of their destina- 
tion. The seven factions split into separate 
escape pods and jettison randomly to the sur- 
face of the planet, where they attempt to sal- 
vage what they can of the mission. 

The player takes over from there. Starting 
with a single base, the first order of business is 
to start researching new technologies, build 
some units, and explore the immediate sur- 
roundings. Forays into the strange alien land- 
scape might uncover Mind Worms or seed 
pods—the former a deadly indigenous life 
form that lurks in fields of pink xenofungus, the 
latter a supply cache from the Unity which 
might contain supplies, functional units, or 
databases that grant technological advances. 
Some pods have become infested with native 
life forms and release Mind Worms when a unit 
attempts to enter them. 

If it all sounds a bit familiar, that's because it 
is. The premise might be new, but the circum- 
stances under which the game begins are near- 
ly identical to those of Civilization. The similari- 


ties do not end there, either—a remarkably 
large portion of the fundamental gameplay is 
derived almost verbatim from the game's spiri- 
tual predecessor. Mind Worms are a lot like bar- 
barians, seed pods are a lot like minor tribe 
huts, Secret Projects are a lot like Wonders... 
the list goes on. As the game progresses it is 
difficult to shake the feeling of déjà vu that per- 
vades the alien landscape. The similarities are 
not entirely a bad thing—a game could do 
worse than to emulate Civilization's game 
mechanics—but of all the things a person 
might say upon setting foot on an alien world, 
“I feel like | have done this before" is probably 
not the most auspicious. Some elements also 
lose a bit in the translation—the technological 
advances are interesting but esoteric, and the 
Secret Projects lack the awe-inspiring feel of 
Civilization's Wonders. While this sort of thing is 
difficult to avoid in a science-fiction game, 
more substantial descriptions would have 
helped to flesh out some of the more unap- 
proachable concepts. Many of the technology 
advances offer only a few lines of vague text to 
describe them, and some of the Secret Projects 
have even less. 

That is not to say that Alpha Centauri fails to 
bring anything new or substantial to the table. 
There are a number of areas in which it builds 
on the Civilization framework admirably. The 
story of the Unity mission does not end upon 
planetfall, but rather continues in the form of 
text interludes as the game progresses and the 
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City governors can be set to manage every aspect of a given city based 
on a set of factors determined by the player 


The graphics are pretty, but it can be difficult to distinguish units from 
the terrain, especially when in the presence of heavy terraforming... 
now where was that Chaos Interceptor again? 


is fun for a while, but 
there are a relatively limited number of viable 
units that can be made 
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fd 


You won't find Elvis here, but managing the 
happiness of your people remains an impor- 
tant element of a successful society 


player begins to learn more about Chiron. 
What the game loses in terms of historical con- 
text by moving to a future setting it more than 
makes up for with its own unique narrative of 
"hard" science-fiction. The planet is a story unto 
itself, featuring a complex and dynamic ecosys- 
tem that reacts strongly to player actions. 
Players can plant forests that grow and spread, 
tap subterranean aquifers to create new 
rivers... they can even raise or lower the ter- 
rain. The Planetary Council (which can be con- 
vened once the player has the commlink fre- 
quencies for all the other factions in the game) 
can initiate more drastic projects. Melting the 
polar icecaps will raise the planet's oceans (it is 
a good idea to build Pressure Domes over low- 
lying bases before doing this), while launching 
an orbital solar shade will cause planetary tem- 
peratures to drop and the oceans to recede. 

The faction leaders are strongly differentiated 
in personality, and their ideologies are an inter- 
esting extension of current trends in modern 
society. Each faction is further differentiated by a 
simple but important set of characteristics and 
special abilities that give them an edge in carry- 
ing out their own ideology. The militaristic 
Spartans receive a bonus to their Morale and 
Police scores, a penalty to their Industry, and 
they do not have to pay the regular 5096 proto- 
type fee when building a new unit for the first 
time. The tree hugging Gaians are strong in 
Planet and Efficiency (they recycle, after all), weak 
in Morale and Police, and can glean an extra 


nutrient from xenofungus. These characteristics 
make choosing a faction more than an aesthetic 
decision, and the numerous different styles of 
play that they facilitate adds a lot of replay value. 

The factions occasionally manage to come to 
terms with each other, and the player has an 
excellent set of diplomatic options to make use 
of when they do. Alpha Centauri distinguishes 
ownership of territory by use of a simple system 
that constantly updates borders based on the 
proximity of the various factions' bases. Factions 
who sign a Treaty of Friendship are expected to 
avoid violating their neighbor's borders; viola- 
tions elicit a polite but firm request to leave 
(players who violate signed treaties on a regular 
basis tend to lose credibility among their peers 
in future diplomatic negotiations). 

One of the game's most unique diplomatic 
features is Pact Brotherhood, an option that 
provides a meaningful alternative to conflict 
Pact Brothers (or Sisters) can move freely 
through friendly territory, stack with friendly 
units, and move units into friendly cities. More 
importantly, Pact Brothers can share in any of 
the game's four victory conditions—the idea 
that there can be only one "winner" in the evo- 
lution of civilizations is not entirely realistic and 
creates an environment in which no treaty can 
be a lasting one. It is refreshing to see a game 
that offers a real option for peaceful coexis- 
tence between allies, and fighting a war 
against a common enemy can be an incredible 
experience in cooperation. 


"They started from this tropic port, aboard 
this tiny ship..." 


One feature that the game could have done 
without is the unit Design Workshop. Allowing 
the player to piece together custom units is not 
a new idea, and the premise is sound, but in 
practice it is less useful than it could be. The 
number of interesting abilities available is rela- 
tively small, and much of the design process 
boils down to tweaking weapon and armor 
strength to make a given unit cost effective 
(cost rises exponentially when units are 
designed with multiple strengths, such as 
attack and defense). Designing and keeping 
track of new units eventually becomes some- 
thing of a chore... fortunately you can opt to 
let the game do it for you. 

The custom units have another drawback as 
well—a lot of them end up looking the same. It 
can be nearly impossible to tell the difference 
between two types of infantry, for instance, even 
if their functions are radically different. Against 
some terrain they can be difficult to see at all (the 
banners help, when they are not obscuring 
another unit), let alone identify... it can make sit- 
uational awareness a bit confusing (albeit pretty). 

It is not a huge flaw... Alpha Centauri has 
very few real flaws, and only a couple of small 
disappointments. This Civilization in space has 
some nifty new features that any fan of its 
unofficial predecessor will appreciate. It might 
sit a little short of Transcendence, but at four 
o'clock in the morning you probably won't 
even notice. -Benjamin E. Sones 
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Sid Meier’s Alpha Centauri 

Firaxis Games * www.firaxis.com * Requirements: 
Windows 95/98, 133 MHz Pentium, 16 MB of 
RAM, 4X CD-ROM * Multiplayer: 2-7 players, 
Internet, LAN, modem, serial 
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Myth II: Soulblighter 


Better the second time around? 


fter countless numbers of clones adher- 
A ing to the all-too-familiar rules of "har- 

vest-build-fight, and harvest-build-fight 
some more," Bungie's Myth: The Fallen Lords 
injected some much needed life into the mun- 
dane real-time strategy genre, shifting the RTS 
paradigm from gathering resources to battling 
effectively using formations and unit types to 
your advantage. Because Myth eschewed unit 
construction, each individual soldier, from the 
shirtless, sword-wielding Berserks to the flam- 
ing cocktail-throwing Dwarves, served an 
important function inside your arsenal. 

Its unique 3D engine, with full-roaming cam- 
era, was another of Myth's innovative additions 
to the genre. By rotating, orbiting and zooming, 
the player could get up close and personal to 
the game's detailed terrain, well-drawn units, 
and excessive, but fun, explosions and entrails. 
Elements such as height, trees, and structures 
all came into play during long skirmishes, and 
after the battles were over, body parts, swords, 
shields and blood litter the landscape. 

A little more than a year later, Bungie has 
released Myth Il: Soulblighter. While touted as a 
full-fledged sequel, Myth II shares so many simi- 
larities to the original that it feels a bit more 
like an expansion pack than a brand new prod- 
uct. While this isn't necessarily a bad thing ("If it 
ain't broke, don't fix it"), some players might 
hope for more enhancements and alterations. 
However, ten brand-new units, a new 25-level 
single-player game, and additional multiplayer 
maps should keep the veterans busy for quite 
some time. As for the beginners, if you haven't 
experienced one of the best real-time strategy 
games ever, here's your chance once again to 
see what the fuss is all about. 

Sixty years have passed from the events of 
Myth: The Fallen Lords. Soulblighter escaped his 
fate, fleeing into the wilderness to wait for an 
opportunity to strike again. Alric has assumed 
the throne and reigns over a peaceful land— 
that is, until signs of Soulblighter's return 
emerge. Undead Ghasts, grisly zombies with a 
deadly touch, attack a nearby village and 
before long, the forces of Soulblighter take 
their revenge on the land. 

Though the story has a déjà vu feel (con- 
fronting Soulblighter again?!?), the variety of 
tasks across the 25 single-player missions keeps 
things interesting. Although several missions 
are comprised solely of the typical “kill every- 
thing that moves" objective, others, such as the 
defense of a cracking dam, an escape from an 
underground prison, and a game of “Territories” 
against the intimidating Trow, create a fresh 
experience for each new single-player level. 
Criticized over Myth: The Fallen Lords’ ambigu- 
ous cut scenes, Bungie turned to a Japanese 
animation firm to create all the in-between mis- 
sion full-motion visuals. Unfortunately, the cut 
scenes feature no dialogue, look more like 
Speed Racer than Myth, and are nearly as cryptic 
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Stampede! 


A regiment prepares to command chickens in the new Myth II game variation Stampede! 
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Bungie includes “Loathing,” a full-featured 
terrain and map editor 


One of the new units, the bre’Unor, heaves 
bones and controls wolves 


as the first game. The mission briefings, howev- 
er, are stellar and adequately describe the 
upcoming mission while involving the player in 
the plot with descriptive storytelling, 

Asolid single-player game is always a plus, 
but to keep you coming back for more the mul- 
tiplayer game must excel. Thankfully, the core 
multiplayer game remains the same. 
Competing over LAN, TCP/IP or Bungie's match- 
making service, Bungie.net, up to sixteen play- 
ers can wage war, either solo or team, across 
the game's nine multiplayer maps. The single- 
player maps are also accessible, where players 
can team up and do battle against the comput- 
er Al in cooperative missions. Bungie.net has 
received an overhaul since The Fallen Lords. 
Features such as player find, buddy system, and 
order lists have been added so players can 
quickly find their mates. The new features are 
welcome, but are still buggy at the time of this 
review. For instance, the buddy list often misre- 


ports whether or not a user is on bungie.net. 
And speaking of not working, even Bungie.net 
has had its ups and downs since the initial 
release, though the online matchmaking system 
has become more reliable of late. 

Every unit, except for the lumbering Forest 
Giant, has returned to join a host of new war- 
riors, each with their own strengths and weak- 
nesses. Myth Il maintains a fine balance 
between the units; while a particular unit may 
be great against one foe, it might be completely 
vulnerable against another. One new soldier, an 
animated hunk of armor known as the Stygian 
Knight, is impervious to arrows and spears; 
however, one solid strike from a dwarf's flaming 
cocktail will bust the Knight into a dozen bits. 

Nearly every new unit, like the previous 
batch, serves a distinct purpose in the player's 
army. The Dwarven Mortars, a powerful new 
artillery unit can reek havoc from a distance or 
high ground, but has no defense in close com- 


This indoor level is another Myth II single-player twist. Here you must hunt 
down a Baron trying to make his escape through several secret passages 


Daron Va WETEA (агол) HUNT ZE 
had taken to buryin 


Defend this dam against a barrage of wights, fetch, and archers in one of the more 
exciting single-player levels 


Two Warlocks of Fire annihilate an oncoming horde; the Warlocks 
protect a vulnerable Baron in this multiplayer game of Assassin 


One of the most difficult levels is the siege 
against this well-protected fortress 


bat. Likewise, the Warlock of Fire hurls a flam- 
ing ball at any nearby enemy unit, but he’s too 
slow to escape if left unguarded. Bowmen 
replace Myth's archers and have the ability to 
fire a single flaming arrow at the terrain. The 
new fire effect is nifty and adds the ability to 
keep troops at bay (not to mention barbecue 
them). The new units greatly add to the strate- 
gy of the original, creating loads of additional 
tactics to employ. 

As in the original game, there are several dif- 
ferent multiplayer game variations, such as 
Body Count (win by causing the most damage), 
Last Man on the Hill (as it sounds, be the last 
man to hold the flag on the hill) and Capture 
the Flag, to name just a few. Making the cut for 
the sequel are three additional games, 
Stampedel, Assassin, and Hunting. Assassin, 
perhaps the best of the new bunch, features a 
single (or, occasionally, more than one) "civil- 
ian" unit inside each player's regiment. The 


goal, simply, is to take out the enemy's target 
unit (which can be anything from a scarecrow 
to a Warlock). In Stampede!, the player must 
guide a herd of animals (usually chickens or 
pigs) toward a central flag or a series of flags. 
The player who leads the most animals to the 
flag wins the game. In Hunting, the goal is not 
to escort the animals, but to kill them. Though 
Stampede! can be quite fun, Hunting lacks the 
usual Myth-style carnage and most players will 
find the variation rather dull. 

After you've sampled the units and net 
maps, you can begin work on creating your 
own. Instead of allowing third-parties to create 
map creation tools, Bungie included "Fear," a 
Myth II "tags" editor allowing the player to 
change unit types and statistics, and 
"Loathing," a full-featured terrain mesh editor. 
Bungie claims they aren't supporting either, 
however, and several aspiring battlefield 
designers have complained about a few bugs. 


Speaking of bugs... 

No game is released without a few bugs; and 
Myth Il is no exception. A well-publicized prob- 
lem with the uninstaller was fixed with the 
nationwide recall (this review is based on the lat- 
est 1.1 version of Myth II), but there are still a few 
problems with the game. For instance, several 
multiplayer game variations are unplayable on 
certain maps (the game just ends immediately); 
others contain bugs that allow unscrupulous 
players to cheat, driving their ranking skyward. 

At first glance, Myth Il: Soulblighter appears 
nearly identical to the first game. The gameplay 
hasn't changed much, apart from the addition 
of new units and maps. The interface has 
received a few tweaks (adjusting unit formation 
and direction are much easier now). The graph- 
ics are improved as well with the addition of 
indigenous life, animated structures, and more 
frames of animation for the units. Players that 
enjoyed the original Myth will no doubt enjoy 
Myth Il, and with the rate at which players are 
creating new multiplayer maps and variations 
with Fear and Loathing, the enjoyment should 
last quite a while. -Doug Radcliffe 


Myth Il: Soulblighter 

Bungie Software * www.bungie.com * 
Requirements: Windows 95/98/NT 4, 133MHz 
Pentium or higher, 32 MB of RAM, 4X CD-ROM; 
MacOS System 7.5 or higher, 100MHz PowerPC 
or higher, 32 MB RAM, 4X CD-ROM + 
Multiplayer: 2-16 players, Internet, LAN 
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Close Combat ll 


The winds of war 
blow hollowly across 
these steppes 


hen a review talks about a game hav- 
W: highs and lows, hyperbole is usual- 
ly spread pretty thickly: there are 

“astounding highs” and “abysmal lows.” For 
Close Combat lll: The Russian Front, though, there 
isn’t much call for such language; luckily, what 
hyperbole that can be applied goes towards the 
highs instead of the lows, but lows do still exist. 

Quite obviously the third in Microsoft and 
Atomic's Close Combat series, Close Combat III is 
the first to visit the bloody, vicious battlefields of 
the Eastern Front of World War II. It is also the 
first to cover more than just a single battle or 
operation, spreading the action out across the 
entire front... something that proves to be more 
than a little ambiguous in gameplay terms. 
Modeling individual battles, operations and cam- 
paigns (including a grand campaign), the game 
lets you fight from either a German or Soviet per- 
spective in places like Moscow, Stalingrad, Kursk 
and Berlin (and points in-between). The kicker is 
that your battles are actually very close-in, small- 
unit actions; snippets, if you will, of the much 
larger battles being portrayed. Plunk these into a 
campaign wrapper that is at least operational in 
scale (if not strategic) and you get a game that 
suffers from an identity crisis. 

First, though, the tactical battles themselves. 
If you're looking for hyperbole, this is where 
you find it—when balanced, the battles them- 


selves can be a blast. Visually and aurally speak- 


ing, the game is incredible. Few strategy 


games, let alone wargames, can touch it. A bat- 


tle consists of your forces (up to 15 teams of 
infantry, armor, support, or command, includ- 
ing your command team), the enemy, and 
maps that are roughly 500x400 meters (in 
other words, about the size of four hexes in 
TalonSoft's East Front). You set up your forces 
prior to battle, then hit the Begin button and 
watch as actions unfold in real time (yes, you 
can pause but no, you cannot issue orders 
while paused—too bad). They say in combat 
no plan survives contact with the enemy, and 
that's usually true here; luckily, you've got a 
decent set of tools to help you direct your 
troops in the heat of battle, including a new 
and much appreciated waypoint function. 

While not exactly brilliant in its overall per- 
formance, the Al does a very credible job in 
specific tactical instances. Fans of armor will 
cheer over the new "smarts" vehicles have: 
you'll now see them backing up instead of 
turning to present "up the kilt” shots, and they 
rarely get stuck. Also, Al-controlled units will 
generally make intelligent use of cover. Some 
specific weapons can be criticized by 


grognards, but they're rare enough to not both- 


er the more casual gamer. 

It's in single battles that having the whole 
East Front to play on comes across as a bonus. 
Unlike previous Close Combat games, you get a 
wide variety of terrain and seasons, giving 
these battles more flavor than those in previ- 
ous games. Particularly enjoyable are some of 
the city fights, where tension is high as you 


The zoomed-out view gives you a good idea of the "big picture," now displaying icons for specific 
unit types. Here the Germans prepare to move on the Kremlin itself 


The bodies and burning hulks testify to the fact 
that town and city fights can be some of the 
most brutal—and therefore, in gameplay 
terms, some of the most satisfying 
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The zoomed-in view fuzzes the terrain a bit but 
is the best for viewing unit in detail 


move your troops from building to building. 

It's when trying to place these individual 
battles into a context that the game falls 
down. An operation may have 2-5 related 
maps that you fight on, which generally is too 
few to give a single operation any depth, espe- 
cially given the shortness of the game's bat- 
tles. Go to the campaign level, and the prob- 
lem is only continued, and exacerbated by a 
system of requisition points, which you use to 
buy new units or upgrade or refit old ones. 
They tend to leave the campaigns unbalanced, 
with unrealistic unit mixtures. The result is a 
see-saw effect, one where your battles are 
either total cakewalks for you (not fun), total 
cakewalks for the enemy (also not fun), or a 
(very) few well-balanced battles. To some 
extent, this is historically realistic, but in gam- 
ing terms it would be better to experience bal- 
anced, tension-filled battles each time. 

So, with Close Combat III what you've got is а 
very fun tactical battle system set in an opera- 
tion and campaign system that is a hollow shell. 
By covering the entire East Front instead of 
focusing on one battle or operation, Atomic has 
given the game a great strength—variety of bat- 
tlefields—but also its greatest weakness, a dis- 
jointed feeling that's caused by stirring together 
combat scales that are just too far apart to mix 
well. Thank goodness that the tactical battles are 
as enjoyable as they are. -Scott Udell 


Close Combat lll: The Russian Front 
Microsoft • www.microsoft.com + 
Requirements: Windows 95/98, 133 MHz 
Pentium or higher, 32 MB of RAM, 4X CD-ROM + 
Multiplayer: 2 players, Internet, LAN, modem 


TAKE THE HILL, THE EARTH TREMBLING. BLACK WITH BLOOD, 
HEAVY FOOTSTEPS DISSOLVE INTO A STEADY RHYTHM OF 
THUNDEROUS BLASTS. MINDS AND LEGS NUMB. GET TO THE, 
HILL. FIERY ARROWS RAINING FROM "ABOVE, BLACK WAKES ae 
WEAV ING A SUFFOCATING. BLANKET \OF‘FEAR. MY MEN 
CHOKING THEIR FINAL BREATHS: JUST MAKE IT ТОТНЕЃ 
“HILL. SCREAMS FROM BEHIND? АВЕ WE FLANKED? SHADOWS 
Z ADVANCING LIKE A DEATH SHROUD, (THE HILL. 
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In Myth Il: Soulblighter, panic 
is your greatest enemy. It's up to 
you to remain calm and focused 
during the frenzy of battle. You devise 
the strategies. You make the crucial 
decisions. And everything comes into play. With Myth И: Soulblighter's real world, 3D 
environment, ground positions become critical. Archers shoot farther from hills and 
bluffs. Dwarven grenades roll down hill. Trees block arrows. You either use the terrain to 
your advantage or suffer the consequences. And with Myth II: Soulblighter's rotating 
battlefield camera, you can watch the combat unfold from every angle. Everything that 
made Myth: The Fallen Lords 1997's Game of the Year is here. With better game play, 
graphics and a whole new storyline with new units and new levels. Plus an editor that ` 
Jets you make your own maps, modify units and even change the force of gravity. 
And of course, there's bungic.nct, the world's best free* site 
for multi-player gaming, Fully redesigned and ready to 
host worldwide carnage. The question is 
are you ready for Myth II: Soulblighter? 


To get Myth II: Soulblighter с 4 
head to your nearest reseller, by Suds 
call 1-800-295-0060, or Ñ à Jh 


: visit де Cea BUNGIE Z SOULBLIGHTER N 


AVAILABLE NOW 


Gangsters 


The Godfather goes to business school 


ack in the "good old days" of strategy 
@ gaming (you know, back when the let- 

ters RTS were met with a blank stare), 
deep, rich games with lots of complexity were 
the norm, not the exception. In this respect, 
Gangsters transports you back in time in more 
ways than one. 

Your task is to take over New Temperance, 
which is essentially the Chicago of the ‘20s with 
a “fresh start” clause attached. The game 
begins with you and four other gang leaders 
each in control of a small tenement building. 
You win or, rather, end the game in several 
ways: by “going straight,” being elected mayor 
(both of which require more cash than a legit 
business owner can accumulate), or by killing 
off all the other gangs. It's all about wealth, and 
wealth comes from power. Your tools include 
extorting cash from store owners, buying and 
running legal and illegal businesses, and raid- 
ing enemy establishments. Your task force con- 
sists of a large number of hoods, each of whom 
is rated in eleven different attributes. 

The game is broken down into two phases. 
The planning phase is static: this is when you 
pour over graphs to see how you're faring, con- 
sult with lawyers and accountants and enter 
diplomatic relations with other gangs. In many 
ways Gangsters is an economic sim. The plan- 
ning phase is also where you arrange your 
hoods into teams, each of which acts under a 
lieutenant. These teams are issued orders rang- 
ing from recruiting new hoods to blowing up a 
building or murdering someone. 

Once everything is set, you proceed to the 
“working week” phase of the game. This phase 
is continuous time, and during it you can roam 
the city, watching your hoods, watching ene- 
mies, and watching cops. It looks and sounds 
really sharp. Pedestrians hurry across busy 
streets, trolley cars clang past, and you can 
hear the voices of the unfortunates that are 
being pressured by your boys. You can tag a 
hood and track him or her in a smaller pop-up 
window. You can issue a handful of orders to 
hoods on the street (and you can pause the 
game while you issue these orders) but more 
often than not you just watch. 

The subject matter is fascinating, and the 
game drips with potential, but the implemen- 
tation falls on its face. The player needs to 
know a lot of information to play this game 
well, and the manual, though better than most 
games’ manuals these days, still falls short of 
telling the whole story. The interface is com- 
plex, which is not inherently bad, but there are 
enough awkward spots that you often feel like 
you're fighting the game rather than playing it. 
Information overload is a constant problem, 
and there aren't enough ways to filter incom- 
ing data. “Helpful” interface features, such as 
jumping to the site of a team’s last order, are 
often not helpful at all. 
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The planning phase interface, where you'll 
spend most of your time 


The plink of an incoming messages can sound 
like a Geiger counter sitting on a pile of uranium 


But the biggest problem seems to be in the 
unit Al during the working week. Your hoods 
are far too trigger-happy, and think nothing of 
pulling out a gun in front of a gaggle of the 
local heat. They are also never smart enough to 
run from a gunfight. While they're shooting, 
hoods ignore any commands you give them 
(commands which usually run along the lines 
of "Get the hell out of there!”). 

This problem can be worked around, basical- 
ly by not arming your hoods unless absolutely 
necessary and by micromanaging the armed 
ones as they make their way across town (keep 
in mind you can have as many as eighty hoods 
on the street at one time). However, after 
watching a wonderful intro movie of Tommy 
guns blazing away, having to turn all your 
hoods into bookish businessmen just feels 
wrong. Developer Hothouse Creations is work- 


ing on at least one patch, but there's no defi- 
nite word on whether this aspect will be fixed. 

Gamers who enjoy micromanagement will 
find something of value here, but most folks will 
just get frustrated. Hothouse is definitely on to 
something, though, and through either a series 
of patches, or by bringing out a Gangsters 2, 
they could have a real winner. You'll keep boot- 
ing up Gangsters one more time looking for the 
great game you know is in there somewhere, if 
you could just coax it out. -Peter Smith 


Gangsters 

Eidos Interactive * Requirements: Windows 
95/98, 166 MHz Pentium or higher, 32 MB of 
RAM, 4X CD-ROM * Multiplayer: 2-4 players, 
Internet, LAN 


Starcraft: Brood War 


There’s nothing like a good 
interstellar war 


- 
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Dark Archons меге misunderstood for centuries. now they’re к 
back to clear that misunderstanding ир " 2 
ad 


packs show up. All of our favorite races are back in Blizzard's Starcraft 
add-on, Brood War, an expansion that delivers a terrific great plot, 
original missions and the requisite new units for our battling pleasure. 
Brood War picks up smoothly from where Starcraft left off; many 
characters and locations are carried over. The plot again is in the three- 
episode format and is even more immersive than the original. The mis- 
sions are well designed and vary greatly from the "find the enemy base 
and destroy it" genre. Also, plenty of nice cut scenes are included, tying 
it all together. 
Six new units are included in the game, one for each side. Terran play- 
ers get a medic and a missile-laden spacecraft. The Zerg have evolved a 
subterranean attack unit and a more powerful flyer. Dark Templars and 
spacecraft capable of neu- 
tralizing attacks are added 
to the Protoss. These are 
integrated well; the new 2 | 
graphics and sound effects i 
are of the same fine quality 
as the old. All of these units 
are useful, and fascinating 1 
new strategies on 
battle.net have arisen. The 
only problem is that Al has 
difficulty coping with the i 

New tilesets and multiplayer maps adda abilities of some new units. T 

nice variation to the game The Protoss Corsair, for ' 
example, creates an area 

where no unit can attack. Troops could simply move out of this area and 

continue the battle, but the computer often does not realize this, leaving 

its forces to be destroy: milar examples exist for other new units, 

hurting the otherwise excellent single-player game. 

Outside of this, though, there is very little to complain about. Fresh 
music adds to the atmosphere. New tilesets are introduced and add a 
nice variation to the old scenery. More than one hundred new multi- 
player maps are provided. All of this is smoothly integrated into the 
base product. Brood 
War has a great plot 
and solid playabili- 
ty, making it a wor- Starcraft: Brood War 
thy addition to Blizzard Entertainment * www.blizzard.com * 
Starcraft. -Ryan Requirements: Starcraft * Multiplayer: 2-8 player, 
Brush Internet via battle.net, LAN, modem, serial 


J ust when you think you've killed the last Zergling, the expansion 
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Magic & Mayhem 


Mythos casts its magic spell once again 


agic & Mayhem is the latest from 
M Mythos Games, the creators of the leg- 
endary X-COM. Billed as an 

action/strategy game, it takes a unique 
approach to the tiring real-time strategy genre, 
adding role-playing, action and puzzle elements. 

Set in a world ripe with magic and mytholo- 
gy, you play a young mage, Cornelius, who 
seeks to uncover the mystery surrounding the 
disappearance of your mentor and Uncle, 
Lucan. The result is adventures that will span 
three islands, which will uncover new mysteries 
and make new friends (e.g., the knight 
Percival), and force you to face a multitude of 
challenges, puzzles and (of course) enemies. 

The game is loosely based on the old 
Mythos classic Chaos. The diversity in the 
design and implantation of the magic system is 
superb. There are three different spell types 
lawful, neutral and chaotic. Each class of spell is 
represented by its own different colored talis- 
man. There are 21 different ingredients in the 
game; each allows a different spell when 
placed in one of the three talismans. This 
allows quite a diverse selection of spells, 
including 21 Creature spells (from Elves to 
Dragons) and 42 others including Tornado, Iron 
Skin and Meteor Strike spells. They can be com- 
bined for added diversity, and the balance and 
counterbalance for individual spells is so well 
designed that discovering and effectively 
merging them into effective combined spell 
types is a formidable task. 

As you advances through the game territo- 


ns can also gain experience and 
can become Lords or even Kings of their type 


ries, your character is awarded experience points 
by completing objectives, activating events or 
finding special items. The subtle challenge is to 
wisely distribute the points between procuring 
additional talismans, increasing your health, 
Mana (needed for spells) and control limits 
(affects maximum number of duration of spells). 
The game includes some features you might 
expect from the makers of X-COM, including 
the ability to pause the action and reissue 
orders. Though the Al is in most cases ade- 
quate, it does seem to suffer from sporadic stu- 
pidity. However, it is aggressive and recognizes 
the value of the Mana-producing "Places of 
Power," which keeps the game from becoming 
à walkover. In truth, the latter territories are 
quite challenging... though this is in part due 


Visually, Magic and Mayhem may lack the latest in video technology but it's certainly a joy to 
watch the effects of your spells in action 
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There are a number of territories you conquer 
that cover 3 Islands 


Some puzzle require that you think three 
dimensionally 


to the puzzle aspect of some missions. 

The game's story line is superbly scripted, but 
that is part of the problem. While each level is 
randomly generated, many of the levels are 
scripted. The design of this aspect is well thought 
out and entertaining. On the positive side, the 
game has some really strong role-playing ele- 
ments. The downside is that the replay value is 
hindered, though multi-play and skirmish games 
redeems this somewhat. Unfortunately, multi- 
player has its own problems, including a few 
bugs, one of which is a recurring sync problem. 

Another setback is a disappointing CD cover 
insert manual. The manual Virgin Interactive 
included covered the bare basics like controls 
and options adequately but offers no real 
insight into game play. Fortunately, the in- 
game tutorial and “Grimoire” go a long way 
toward making up for these shortcomings. 

Magic & Mayhem has a few shortcomings that 
ultimately prevent it from reaching a lofty classic 
status. Otherwise it's an excellent game, one of 
those rare engaging games that offers a fair 
amount of complexity, but is still easy enough to 
jump right into... a tribute to the elegant sim- 
plicity of the interface design. It is a game that 
compels you to keep playing until you've fin- 
ished. Players looking for an original twist to the 
real time strategy genre should spend their 
hard-earned mana on this one. -David Finn 

[The UK version of the game was used for this 
review. A US version, published by Bethesda 
Softworks, is scheduled for release in March. -ed] 


Magic and Mayhem 

Mythos Games * www.mythosgames.com * 
Requirements: Windows 95/98, 133 MHz 
Pentium, 16MB of RAM, 4X CD-ROM + 
Multiplayer: 2-4 players, Internet, LAN, modem 


Civilization ЇЇ: 
Multiplayer Gold 


Is it too late to even matter? 


тию Ыш (Rosen sores: OZ) 


In Hotseat play, human leaders have to set themselves to Icy if they 
don’t want other humans to rob them blind of technology 


of Civilization Il, Scenarios, and Civ Il: Fantastic Worlds, the only 

change being that multiplayer option. For those who don't have 
the add-ons, especially Fantastic Worlds, it's is an excellent upgrade, 
since Worlds also contains a scenario and game editor which allows 
ordinary Joes to create their own Civilization II variant scenarios. 
Otherwise, the only new feature is multiplayer. 

In some respects, the multiplayer option is a disappointment. In hot- 
seat mode, the game is tedious despite an option for a timer that 
forces the players to do their turns in a fixed amount of time. Worse, 
negotiations are clumsily implemented. Human players have no con- 
trol over their own diplomats; the only option is to set their attitude 
towards other humans as Icy to prevent others from robbing them 
blind of techs and world maps. 

The online version plays much better. Not only is there an option to 
double-speed production and/or double movement points for units 
(options also available under hotseat), but negotiations are much more 
complex and involved. Additionally, some nifty rule changes are in 
effect. Players can now use spies to create "listening posts" within 
other civilization's embassies to listen in on negotiations for a given 
period of time; this is a good thing, since treachery now comes into 
play. Humans are more ruthless in treaty-breaking than the computer, 
and can form secret alliances unbeknownst to other nations, or even 
the computer moderator itself. Additionally, the player can do all other 
business while it's not his or her turn, such as adjusting production, 
checking on cities, and so forth, so the wait for one's turn isn't spent 
doing nothing. 

With Civilization: Call to Power and Sid Meier's Alpha Centauri being 
released soon, is it too late for a multiplayer version of a now-dated Civ 
II? Yes, but for those who have ached to play your buddies in 
Civilization Il, this is your game. -Jonah Falcon 

[Addendum: A version 1.1 patch has been released to fix some of the problems 
of the original release, 
such as the pathfind- k. À 
ing problems ofthe k k ЖУУ 
GoTo command. In Civilization II: Multiplayer Gold E. 
some computers, this Microprose * www.microprose.com * 
patch has caused a Requirements: Windows 95/98, 486DX/33 or 
problem with civ name higher, 8MB of RAM, 2X CD-ROM * Multiplayer: 2- 
customization.) 7 players, Internet, LAN, modem, serial, hotseat 


C ivilization II: Multiplayer Gold Edition is essentially a bundle-pack 
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Carmageddon 2: Carpocalypse Now 


Never has disemboweling pedestrians been so appealing E >> 


hen videogames go under 
the microscope in 
Congress again, let's pray 


to god, or Trent Lott, that they never 
hear of the existence of a game like 
Carmageddon 2: Carpocalypse Now. 
It's an evil game for evil people, one 
that's sure to get every cross-dress- 
ing politician's panties (or boxers) in 
a bunch. 

Developed by Stainless Software, 
the developer you'd least like to 
bring home to mother, the object of 
the game remains the same—finish 
races first, kill your opponents or 
every pedestrian on the map. While 
the previous game's simpler track 
layouts often made finishing first 
the easiest option, the additional 
complexity of the tracks in 
Carmageddon 2 almost forces you 
to take the violent way out. This 
isn't necessarily a bad thing—never 
before has utterly reprehensible 
and socially irresponsible carnage 
been so beautifully displayed on 
your monitor. 

While the 3D engine—now 
accelerated via Direct3D and Glide, 
but restricted to a fixed resolu- 
tion—is still a bit poky and the 
viewing distances too short, the 
new polygonal pedestrians turn a 
Sick game into one that somehow 
manages to be even sicker. Revel as 
the pedestrians beg for mercy while 
you piledrive them into a wall. Grab 
a powerup that gives them big 
heads or makes them dance uncon- 
trollably, blissfully unaware of their 
impending demise. Hope for a 
“Dismemberfest” powerup so you 


Hold that flight! 


psychotic 
escaped 
inmates AM: d 
(don't ask). 

As good as the car- 
nage may be, Carmageddon 2 
has the same problem as its pre- 
quel, and it's one that's shared with 
almost every racing game on the 
market. It all gets a bit pointless 
and repetitive without some sort of 
interesting wrapper. The missions 
were obviously an attempt at 
adding some variety to the game, 
but you're still forced to wade 
through innumerable standard 
slaughterfests. After more than 30 
races of eviscerating pedestrians 
and ramming your opponents, it 
might be nice to have more inter- 
esting missions objectives, or 
something beyond the usual 
"upgrade armor/engine" rut every 
racing game is stuck in. Perhaps a 
solution would be separate options 
for the racing campaign and pure 
carnage battles. 

Carmageddon 2 retains its pre- 
decessor's title as the sickest experi- 
ence in gaming, one that's so over- 
the-top and twisted that it ultimate- 
ly proves cathartic for those who 
experience any form of stress relat- 
ed to their vehicles (or pedestrians). 
Though it's probably a sign of 
severe psychological dysfunction, 
the game is so skillfully produced 
that you can't help but laugh 
uncontrollably while playing. 
Disturbing? Definitely. Entertaining? 
You bet. -Steve Bauman 


can splatter and decapitate to your 
heart's content. Kill dogs, cows, moose, sheep 
and god knows what else as you get in touch 
with your inner Manson (that's Charles, or 
maybe Marilyn). The car models are also more 
complex, with parts that fly off and are strewn 
about the landscape. 


Nothing more wholesome than a carnival 
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The things that made the original 
Carmageddon such a wonderful game are still 
present. Few games not called Grand Prix 
Legends better represent the dynamics of a 
vehicle—the weight transfer, the understeer, 
the oversteer, the (exaggerated) physics of dri- 
ving—than this game. The collision detection is 
phenomenal—the body panels that rip off your 
car can actually damage innocent pedestrians. 
Racing on an airport, you're able to drive under 
a 747 as its taxiing on the runway (you can also 
try to ram it which, assuming you survive, caus- 
es it to crash). 

The environments remain enormous, with 
some truly inspired locations (an aircraft carri- 
er called the USS Lewinsky, an airport, an 
amusement park, a ski resort). The game still 
uses the same structure as the original, offer- 
ing multiple tracks per environment with each 
somehow managing to feel unique. New to 
the sequel are goal-specific missions that 
range from destroying radar towers to killing 


For some reason, plowing over skiers is oddly 
appealing 


Carmageddon 2: Carpocalypse Now 
Interplay * www.interplay.com 

Requirements: Windows 95/98, 166MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM 
Multiplayer: 2-8 players, LAN, serial 
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Watch these crystals, each fragment can grow into a new asteroid E 


quickly took the world by storm, and alongside Pac-Man, Space 
Invaders and Missile Command, occupies a well-earned berth in the 
pantheon of classic games. Gameplay was simple: just shoot asteroids - 
and amass the highest sı possible, but the game was, and still is, as 
addictive as crack-flavored potato chips. 
In Activision's nineties update, there are now thr: ips from which У ; ۴ 
to choose, a larger variety of asteroids and a bushel of power-ups. d 
There's also a s r > M 
that let's you unloc "2 Her 
"classic" Asteroids, an or - ^ 1 
almost exact creation of * 2 
the original vector oe 
graphics that will have з” i 7 
many gamers stop play 
ing the new version ; ° ^ 
altogether. Too bad 
there isn't an official, 


š t's been almost 20 years since Asteroids first appeared in arcades. It c 


° 


verifiable high score 

ladder on the web. a - 
These are all well 

and good, but there are 


You can get sucked into this black hole, so 
warm up your thruster button a few things that k 2 
Asteroids from clawing 
it's way those last few 
inches to perfection. You can finish the game, which is just plain wrong. 4 Cá 
There are 76 levels over six fields, including one with a sun that fires е s 
solar flares and comets at you, but the game eventually ends. So much ‹ L| 
for achieving a state of Zen and scoring a million. Ironically, in the tons: 
of-fun two player simultaneous mode, you can't work your way through gy 4 
the game— just pick a field and compete for the high score k! Р, 3 
Overall, this is a great game that hasn't aged a second, and still 4 k 
holds its power to compel gamers to play “just one more game.” 
Despite the tasty updated graphics, hyperactive folks addicted to 4! t 
blood and guts may not like it. Most gamers, though, will find a 
pleasant journey 
back to a time = 
when happiness Ж Ж Ж * Ж: У 
was а new high Asteroids ы 
score and nirvana Activision , www.activision.com ` N 


was only a Requirements: Windows 95, 90MHz Pentium or M š te 
quarter away higher, 16MB of RAM, 4X CD-ROM * Multiplayer: Mni ^p 
MI T 


-Nathan Smith 2 players, same machine i 
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©1998 Westwood Studios, Inc. Lands of Lore is a 
registered trademark and Westwood Studios is a 
trademark of Westwood Studios, Inc. 3Dfx and the 
3Dfx logo are registered trademarks of 3Dfx 
interactive Inc. All rights reserved. 


FOUR GUILDS TO 
STRENGTHEN YOUR 
MIND AND BODY. 


TRAIN HARD WITH ! 


Waard 


| Couet лрресвисе 
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ABLE SKILLS 


BY COMPLETING QUESTS. 


—————— 


Easy to phy. + 


Hard to resist. = 


ENLIST A MAGICAL FAMILIAR TO FIGHT BY 
YOUR SIDE AND DO YOUR BIDDING. 


ENGAGE IN REAL-TIME COMBAT 
AGAINST A HOST OF POWERFUL 
AND DEADLY CREATURES. 


MASTER UP 
TO 65 SPELLS 
WHICH YOU 
CAN CAST 
QUICKLY AND 
EASILY USING 


MANIPULATE YOUR INVENTORY 
SYSTEM WITHOUT LEAVING 
GAMEPLAY. 


CUSTOMIZE HOT BELTS WITH YOUR 
TO IMMEDIATELY ACCESS WHAT YOU NEED. FAVORITE WEAPONS AND MAGIC ITEMS. 


ROTATE THROUGH SPELL AND ITEM HOT BELTS 


Wargasm 


Silly name, fun game 


argasm. It’s just too easy (making a 
W* about the name, that is). However, 

when DID, creator of many hard-core 
simulations, set out to make an action game, 
using a bizarre and goofy title probably made 
sense. As the name implies, this is not a simula- 
tion. Instead, it's an action game that employs 
some vaguely realistic 


[clockwise from 

top right] 

Stuff just burns so 
nicely... 

The bore sight zoom 
mode turns your 
main gun into a huge 
sniper rifle 


Ooohh, pretty! 
And lens flare, too! 


Once you have an 
immobile enemy tar- 
getted, he's easy meat 


physics and a “strate- 
gy-lite” sub-game. 
You deploy a selec- 
tion of your forces on 
an overhead map and 
can issue simple 
orders (go to here, 
attack that) or call in 
air strikes, recon and 
the like, but the core 
of the game is jump- 
ing into a unit and 
playing from a first- 


person point-of-view. 
Units consist of tanks, 
APCs, helicopters and 
infantryman. 

In addition to 
training missions and 
multiplay (cleverly 
dubbed "Multiple 
Wargasm") the game 
offers Instant Action 
and War Web (cam- 
paign) modes. The 
former is a “уои 
against the world" 
game of heavy metal mayhem. The latter offers 
a map of the world divided into continent sized 
regions, with the ultimate goal being global 
domination. Once you select a region, you're 
locked into a six or seven battle mini-campaign. 
Win all the missions in a region and get a selec- 
tion of enemy vehicles as your reward—use 
these to take on the next region, and so on. 

The missions in the campaign game consist 
of destroy, defend or destroy and defend mis- 
sions. The game plays best in the destroy mis- 
sions. You can virtually ignore the strategy 
game and enjoy driving tanks around, blowing 
the hell out of stuff. Defend missions are harder 
since you just can't be everywhere at once, so 
you need to count on your Al underlings to 
control many of the units on the map. 

The biggest problem with the game is that 
the infantryman "vehicle" is a joke. Actually, 
control here is very vehicle-like—order your 
guy forward and he'll start out walking slowly, 
then gradually build up speed into a run. The 
helicopter not much better. Think of this as a 
tank game with a few "just for grins" add-ons. 

The strategy part of the game is also limited. 
There's no way to tell the health of a unit, or set 
waypoints or patrol routes. You can't issue 
orders when paused, nor can you "lasso" a 
bunch of units and order them to attack a la 
every other real-time strategy game. Granted, 
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this isn't really the game's primary focus, but if 
they're going to put it in there, they should do 
it right. 

The tank driving part of the game has a few 
foibles as well, the biggest being a lack of con- 
trol customization. There are several optional 
control schemes to choose from, but if none suit 
your personal taste, you're out of luck. 
Additional flaws include an Al for your friendlies 
that leaves much to be desired, and a lack of 
mid-mission save. 

Now for the good stuff. First of all, this is one 
of the most gorgeous games (in a martial kind 
of way) on the market. Tanks "brew-up" ina 
glorious blossom of flames and smoke. Tracers 
from machine gun fire kick up dirt, then spin 
unfortunate grunts around in a lovely dance of 
death. Vehicles leave plumes of dust and tracks 
in the dirt. 

DID hit the sweet spot in difficulty. Hitting an 
immobile enemy when you' re stationary is 
child's play. The tank's main gun has a targetting 
feature that makes a SABOT round fly like a 
guided missile. Once everyone's moving, 
though, you need to learn to lead your target. 
Bouncing over rough ground, trading shells with 
an enemy offers a damn near perfect moment of 
gaming. Hitting an enemy tank, then seeing it 
emerge from the roiling smoke and flame unde- 
terred, it's turret aimed straight at you, will have 


you gulping with fear and giggling in delight at 
the same time. It's just wonderful stuff. 

Will you be still be playing Wargasm next 
Christmas? No, probably not. It's a sweet con- 
fection of a game, delightful in small doses but 
it gets a bit monotonous with time. But until 
then, it's great fun and recommended to 
gamers who don't need six months playing 
time out of every title. -Peter Smith 
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Wargasm 

Digital Image Design * www.wargasm.net 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32MB of RAM, 2X CD-ROM + 
Mulitplayer: 2-16 players, Internet, LAN, serial 


Viper Racing 


Ride the snake to victory 


reated by expatriates from racing 
С designers supreme Papyrus (/ndyCar and 
NASCAR Racing, Grand Prix Legends), 

Viper Racing comfortably straddles the middle 
ground between simulation and arcade. As 
with most games trying to balance two genres, 
it's unlikely to satisfy purists of either category. 
Sim-heads will be unhappy with its arcade pre- 
tensions and a physics model that is, at times, 
equal parts Ridge Racer and Grand Prix Legends. 
Hardcore arcade fans are sure to be disappoint- 
ed by the bland visuals; the cars look fabulous, 
but the scenery is almost laughable when com- 
pared to the visual orgy that is Need for Speed 
Ill. However, gamers who seamlessly move 
between the two types of racing games will 
find a product that delivers a thoroughly enter- 
taining racing experience 

Based solely around the fire-breathing V-10 
powered Dodge Viper, Viper Racing doesn't use 
any real-world tracks. The modest eight includ- 
ed range from pretty good to bland. There are a 
couple of ovals thrown in for variety, but most 
are street or road courses littered with superflu- 
ous trackside objects like light poles, park 
benches and trees that do little but reinforce 
the more arcade-y aspects of the game. With 
only eight cars on each track, the combination 
of long straights and highly-variable speed cars 
on the track tends to string out the competition 
to the point where you fee like you're racing the 
clock rather than other people. 


If the tracks 
aren't particular- 
ly exciting, the 
actual handling 
of the vehicles 
more than com- 
pensates. While 
the actual illu- 
sion of speed, 
while possibly 
realistic, is poor, 
the car modeling 
is fabulous. The 
"arcade" mode This car has seen better days 
produces the = 


most satisfying 

handling, allowing you to toss the car around 
with wild abandon while retaining its feelings 
for over and understeer, Plenty of tuning 
options are available, and they have a dis- 
cernible effect on the balance and handling 
of the car. If you can tame this snake, you'll 
win races. 

Unlike most games with licensed cars (such 
as Need for Speed), Viper Racing has a full dam- 
age model. Fenders wrinkle, suspension pieces 
break and you can catch air (too often—no one 
would design a track where cars would break 
their suspensions because they get airborne at 
speed). You can also create staggeringly ugly 
cars by using the included (and integrated) 
paint program. A set of templates allows subtle 


The ovals provide a decent change of pace; 
This hideously painted Viper hasn't been lowered—it's suffered some serious suspension damage; 
You'll need to upgrade your car in order to advance in class; 

The cockpit view is somewhat bland 


effects like full-body flames, and the high-color 
artwork means you get to choose from a full 
palette of colors. 

As the skill level and classes increase, the 
races get more and more thrilling. As you tail 
your opponent lap-after-lap, just waiting for 
that door to open or for them to screw up, 
you'll find yourself with the same sort of 
white-knuckle experience normally reserved 
for more "serious" simulations. One of the 
great things about the computer opponents is 
that they'll make legitimate mistakes, over- 
cooking it in a corner leaving the door open 
for a clean pass. They tend to take the proper 
lines through turns, and do an excellent job of 
getting out of your way when you're legiti- 
mately faster. They'll also ram you in the rear if 
you're stupid. 

Another standout feature of the game is its 
racing wrapper, which doesn't use the tried 
and true “win the race, unlock the next track" 
paradigm. Instead, it's a bit closer to the 
PlayStation game Gran Turismo. You get prize 
money depending that allows you to upgrade 
your car to a point where you'll win enough 
races to advance to the next class of racing, 
with each class having its own set of tracks 
(which is often the same tracks run back- 
wards or with more laps). Get used to los- 
ing—until you've earned enough money to 
upgrade your car, early races in a new class 
are usually futile. 

While initial races may leave you somewhat 
unimpressed, digging into Viper Racing 
unearths a surprisingly deep game. In many 
respects, it's more purely entertaining than 
either Need for Speed Ill or Grand Prix Legends— 
while it lacks the flash of the former and the 
seriousness of the latter, it compensates by 
delivering superbly-balanced racing experi- 
ence. -Steve Bauman 


Viper Racing 

Sierra Sports * www.sierra.com * Requirements: 
Windows 95/98, 133MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM, 3D Accelerator 
Multiplayer: 2-8 players, Internet, LAN, modem 


Baldur's Gate 


AD&D as good as it gets without p 


ore than a year or so ago, hard-core 
M traditionalist role-players were weep- 

ing over the dearth and seeming 
decline of RPGs, and Diablo was the word of 
the day. Interplay stormed our offices with 
enthusiasm over a “revolutionary” (of course) 
role-playing game they were calling /ron 
Throne. It looked a bit like Diablo, but they were 
promising much more. In this game, they said, 
we would be enjoying the definitive translation 
of classic Advanced Dungeons & Dragons rules 
in an experience unparalleled in previous 
CRPGs. In the "we'll believe it when we see it" 
tradition of jaded gamers, we nodded, sighed 
and said, "Uh-huh." 

Throughout the many months and a title- 
change that followed, role-players everywhere 
rode the wave of hype that surrounded this 
claim of wonderfulness. Interplay fueled the 
fire, developer BioWare fueled the fire—heck, 
even we fueled the fire. Even so, we were not 
prepared for the ultimate payoff that is Baldur's 
Gate. While not perfect in every way, this game 
captures the spirit of AD&D better than any of 
its predecessors and is as good as it gets in the 
RPG genre. Welcome to the next generation of 
role-playing. 

With an epic storyline as compelling as 
Betrayal at Krondor without the interactive- 
novel approach, Baldur's Gate grabs you firmly 
by the nape and won't let go until the final 
page is turned, er, rather, until the final mouse 
button is clicked. You begin the game in 
Candlekeep, a storehouse of learning and 
scholarly tomes, and your home for as long as 
you can remember. You soon discover that 
things are amiss, however, when your foster 
father Gorion (your true father remains a mys- 
tery) insists that it is time for you and he to take 
leave of this place. Almost immediately there- 
after, assassins make short work of Gorion, but 
you manage to escape. Thus begins your jour- 
ney, and your missions of revenge and discov- 
ery. Although it sounds rather pat, BioWare's 
writers have skillfully managed to ensure your 
rapt attention throughout, with carefully timed 
exposition and ever-mounting tension. 

Episodic in structure, the story unfolds in 
seven chapters that must be completed in 
order. One of the game's biggest strengths is 
that, even though the story is necessarily linear, 
the gameplay is free-form enough to never 
make you feel you are being led by the nose. 
Clues as to your ultimate goal in each chapter 
occur as usual via letters, conversations with 
NPCs, and the like, but most of the time they 
seem to appear naturally. 

Probably the ultimate highlight of Baldur's 
Gate is its stalwart adherence to the AD&D 
ruleset. Although the truest of true Pen and 
Paper enthusiasts will find places in which the 
game strays from the Gygax Codex, it is still 
the most faithful rendition we've seen that 
does not sport a human GM and dice. From 
character creation rolls to spellcasting restric- 
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The Temple east of Beregost 


Watching for guards around every corner, 
right Boo? 


Xan raises his flaming sword to smite the 
white bear 


tions, it's all there. Novices should not be con- 
cerned, though. While most hard-core AD&D 
players will be satisfied with the ruleset details, 
the uninitiated adventurer—one who has 
never set butt at a Pen and Paper game—will 
be likewise fulfilled 

During character creation, you may choose 
among six races and 16 classes and class-com- 
binations, and the creation screen does an 
excellent job of informing you about the spe- 
cial abilities, strengths and weaknesses of each 
one. Multiclassed (demihuman) and dual- 
classed (human) characters are also available. 
There are also the traditional nine alignment 
choices (Lawful Good, Chaotic Neutral, etc.) 
and wonderfully enough, the choice will make 
a difference in gameplay. 

The game is a playground of customization 
possibilities, and perhaps the best example of 
this is the ability to create behavior scripts for 
your characters. While each of the characters 


may operate with no script at all or with a pre- 
determined script—aggressive, defensive, and 
neutral scripts exist —you may choose to use 
the included scripting tool to exercise even 
more control over your characters' behavior. 
Megalomaniacs, rejoice! 

This behavioral discussion leads us to the 
central activity of gameplay—combat. 
Although some might wish for more puzzle-ori- 
ented gameplay, the combat system is unri- 
valed. When the game was announced and 
BioWare revealed it would not include pure 
turn-based combat, many were up in arms— 
especially AD&D precisionists. However, the 
resulting continuous-time system works extra- 
ordinarily well, and indeed with a bit of prac- 
tice, you may make it act as turn-based as you 
like. In fact, “behind the scenes,” the game does 
act in its properly AD&D-esque turn-based 
mode. Probably no one will be able to survive 
the game in its apparent real-time state, so the 
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Sleeping peasants on hallucinogens 


The outdoor temple at Candlekeep 


Fights in the sewers below Baldur's Gate 


handy space bar may be used at any time to 
pause the game. There are also seven levels of 
auto-pause, including after each character hit, 
end of round, injury and death. During each 
pause, you may choose to reposition your char- 
acter, choose a new weapon, spell or attack, or 
check your statistics or journal. 

The versatility available during combat is 
nothing short of phenomenal. You may drag 
the party into a group and attack, à la 
Command & Conquer, but you'll find that it is 
almost never the best solution. There is a myri- 
ad of possible solutions to every combat situa- 
tion, and hundreds and hundreds of spells, 
items, weapons, magical items and potions to 
help you out. 

With the advent of the amazing 3D engines 
we've seen of late, the graphical style in 
Baldur's Gate may seem outdated in theory, but 
the gorgeously rendered backgrounds, avail- 
able in up to 32-bit color, give a wonderful 
sense of time and place. You explore indoors, 
outdoors and underground, with beautifully 
represented day and night scenes, shadows, 
thunderstorms and ambient creatures scam- 
pering about. 

The many monsters are fabulously convinc- 
ing and either deliciously crumple or magnifi- 
cently explode where appropriate. (Your party 
members crumble and explode as well—crum- 
ple and they may be resurrected, explode, and 


well, they're history. Gone. Finished. Eradicated. 


Restore-your-game-fodder.) If your main char- 
acter dies, the game is over and you must 
restore. Spell effects are stunning and often 
spectacular, and range from flaming weapons, 


to swirls of deadly light, to columns of devasta- 
tion pouring down from the heavens. 

Realistic interaction with others is yet anoth- 
er standout feature. The NPCs who will join you 
will have their own alignments, and choosing a 
party with alignments that are too varied may 
cause civil war. Party members will often have 
their own agendas and you would do best to 
heed their wishes or they, too, will leave and 
attack you and your remaining companions. 
The beauty of this in early gameplay is that the 
agenda of others tends to force you in the right 
direction. This is extremely important early on 
because the game starts out very slowly with 
small rewards and slow character develop- 
ment. Immediate gratification types should 
hang in there, however, as the story soon takes 
over and often its development is all the 
reward you'll need. 

The land is very large (not Daggerfall-large, 
but sizable nonetheless). The main map, your 
current location, is shrouded in fog of war, 
which you roll back by exploration or, rarely, 
with a spell of Clairvoyance. When leaving an 
area, a world map allows you to choose any 
other available region, travel to which will take 
hours or days of game time. The system is sim- 
ple, but navigation does become a bit of a 
problem at times. Tactically, the Al pathing has 
improved tenfold since the early beta releases 
of the game, and has been patched since the 
release. Still, you'll find the pathing no worse 
than plenty of other games out there, and any 
irritation you may feel will be well outweighed 
by the strength of the gaming experience. 

One of the most controversial aspects of the 


game is its multiplayer component. The single- 
player and multiplayer game have the same 
plot, and after completing the game in single- 
player mode, going through the story again 
may seem too redundant for many. Although 
LAN play has been stable, TCP/IP connections 
are problematic. Certainly for those who have 
friends with time on their hands, there may be 
an allure to the multiplayer game. Here the 
game creator acts as the party leader and a GM 
of sorts, assigning control of character slots and 
setting player permissions and allowable items. 

Yet another highlight of Baldur's Gate is its 
replayability. The side quests are so numerous, 
and the race-class-alignment combinations so 
varied that if you do decide to play again (and 
most of you will), it is almost guaranteed that 
you will be able to build yourself an entirely 
new experience. 

So attention AD&D lovers, role-players of all 
kinds, and even new adventurers on the 
fringe—your rapt attention, please! (That's like 
"Here ye, hear ye!") Go out today and buy this 
game. If you take advantage of the immense 
amount of replay-value, you may not need 
another game this year, except perhaps the 
expansion pack. Don't desert us now, BioWare. 
— Cindy Yans 


Baldur's Gate 

Interplay Productions * www.interplay.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-6 players, Internet, LAN, modem 
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Mask of Eternity 


Not Disney cute; rather Brothers Grimm horrific 


ith the latest King’s Quest game Mask 
W of Eternity, Roberta Williams and Mark 

Seibert have delivered a brand new 
approach to adventure game design. The end 
result is a game that's more satisfying than any 
of Williams' previous King's Quest games 
because it dares to combine action and role- 
playing game elements with an absorbing, 
high-quality puzzle-filled adventure. 

Connor (the player's alter ego), discovers 
that Daventry's inhabitants have been turned 
to stone, that monsters stalk the kingdom and 
a landslide blocks the only apparent exit. In 
order to eventually save the inhabitants our 
hero must first destroy all of the monsters in 
Daventry and solve the puzzles that hide a 
secret exit to the first of six other realms. A 
word of warning: the initial release of the game 
is severely marred by a game-stopping bug, 
which is unconscionable by anyone's stan- 
dards. However, a corrective patch is available 
on Sierra's web page. 

Unlike previous entries in the series, this 
King's Quest is not Disney cute; rather it is 
Brothers Grimm horrific. It is deliciously darker 
and more frightening. One shivers with delight 
while exploring its angular, monstrous, Goya- 
esque world filled with misshapen monsters 
that inhabit bloody pools, poisoned swamps, 
lava lakes and frozen reaches. 

Although Mask of Eternity is for the most part 
very serious, it still has a few marvelous sight 
gags, such as the hero discovering a monster 
sitting in an outhouse reading the paper. There 
is also an amusing non-documented feature 
that allows the hero to find and don a statisti- 
cally superior suit of "naked armor" (composed 
of a single fig leaf)! William's usual puns have 
been jettisoned, however. 

The game is primarily a pleasure to play 
because of the visual variety of its environ- 
ments, the quirky uniqueness of its monsters 
and the superior quality of its puzzles. It is com- 
posed of seven different graphic environments; 
each rendered in spectacular 3D. The environ- 
ments are not only pleasurable to look at but 
thrilling to explore. They can kill. Among a host 
of possible deaths Connor faces is being 
burned to death in the hot lava rivers of The 
Barren Region or falling off high mountain 
paths in the Frozen Reaches. 

Many of its twenty-nine different types of 
monsters are brand new, designed especially 
for the game. They include a beguiling bubble 
monster that slyly swims under the waters of 
the swamp and strikes without warning. Only 
its telltale air bubbles betray it. Players must 
choose from an array of tactics to win battles. 
Some monsters must be pushed off high build- 
ings. Others require the hero to jump on them 
from above. 

Battles are not the only quality puzzles found 
in the game. Some of the more delectably diffi- 
cult are linear. The hero first finds an item he 
must use to get another item that allows him to 
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This two-headed dragon is now dead meat 


enter a locked door where he can perform an 
action to open another. Complicated, yes, but 
mind blowing fun, too. Other puzzles are only 
solved by remembering the Connor's action 
abilities. It is easy to forget that a bale of hay or 
ice block may be pushed into place so that the 
hero can jump on top of them. 

Driving the graphics is a 3D-action engine 
that allows for either first- or third-person 
mode, with a single keypress alternating 
between the views. Objects (and bodies) gen- 
erally stay where they're put. There is enough 
room in the hero’s inventory for every object 
found (new weapons and armor must be 
exchanged for the old, however). Cut scenes 
load instantly and blend seamlessly, but it does 
take an inordinate amount of time to load the 
game's different chapters (traveling from 
Daventry to the Dimension of Death is particu- 
larly time-consuming). Since you need to revisit 
areas of the game, shorter load times would 
have been appreciated. Sound effects, voice- 
overs, music and special effects are highly 
effective, although Connor's dialogue is rather 
stilted. ("Lo! | hath dost goeth there anon, fair 
lady.” This is exaggerated, and the grammar is 
certainly not that bad, but you get the idea.) 

Overall, however, Mask of Eternity is one of 


Our hero is an expert with a rope and hook 


Our hero is dressed in the hard to find 
“naked armor” 


the most memorable adventure of the year, 
breaking all the old adventure rules by brilliant- 
ly mixing action and RPG elements with brain 
twisting puzzles and state-of-the-art graphic 
and auditory eye-candy. William’s powerful 
witch's brew may just be palatable enough to 
satisfy everyone—adventure, role-playing and 
action game fans alike. -Andy Backer 
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Mask of Eternity 

Sierra Studios * www.sierra.com * 
Requirements: Windows 95/98, 166 MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM + 
Multiplayer: None 


As an encore to the hot holiday lineup of hits like 
Tomb Raider III, Gangsters and Thief, 
EIDOS follows up with an action and strategy 


lineup that will blow you away this spring. 


On the action front, the highly 
anticipated Daikatana is well on its 
way to changing first person 
shooters forever. John Romero's 
team is putting the finishing 
touches on a game with more 
action, enemies, weapons, and 
environments than 
has previously 
been seen ina 


first person shooter. The graphics 
are unparalleled with colors and 
textures that jump off the screen. 
And action like you've never 
experienced, with two sidekicks to 
help you destroy anything that gets 
in the way of capturing the power of 
the Daikatana. For a sneak peak at 
what you've been waiting for, go 
online and check out the 
multiplayer deathmatch demo at 
www.mplayer.com. 


The action doesn't stop there. 
Legacy of Kain: Soul Reaver 


is the follow up to Blood Omen: 
Legacy of Kain in the dark and 
sinister world of vampires and ~ 
lost souls. Shift between the 
spectral and material planes to 
unlock the mysteries 
of Nosgoth. Wander 
visually stunning 3D 
worlds that require no 
load time as you battle five different 
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clans of vampires and feast on their 
souls to survive! 


Eidos continues its tradition of 
merging genres in its next two 
strategy releases, Warzone 2100, 
and Commandos: Beyond the 
Call of Duty, the follow 
up mission pack to 
Commandos: Behind 
Enemy Lines. Warzone 


2100 is the next generation in 


"m 


to create over 2000 
ifferent unit types 


Hob. LINES 
Warzone 2100 is in a new level all 
its own. See what the future of 
strategy war gaming has to offer 
download the demo at 
www.eidosinteractive.com. Keep 
reading ahead for hints and tips to 
conquer this new generation of 
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strategy war gaming, combining the 
speed of action games — with its 
incredibly fast 3D engine, the ability 


For those of you who just can't get 
enough, the Dirty Half Dozen are 
back with all new missions in 
Commandos: Beyond the Call of 
Duty. As a follow up to the top selling 
Commandos: Behind Enemy lines, 
Beyond the Call of Duty is a stand 
alone title, so you don't need the 
original game to play. But if you've 
already defeated most of Europe, 
here's your chance to conquer the 
rest! Check out the demo now at 
www.eidosinteractive.com. 


ШИ Daikatana 


An interview with Eric Smith, 
lead artist on Daikatana 


Гат the Lead Artist on 
Daikatana, which basically 
means | oversee a lot of stuff. | 
have to know the way things in 
the game work so that | can 
help the other artists get 
their stuff done in the 
correct manner. | 
also do as much 
art as time 
allows. 


apparent. Everything is 
better; the textures, the levels, 


the models, and the animations 
are all of the best quality. 


The graphical quality of Daikatana 
is far superior to anything else out 
there. We have been lucky to have 
great artists working on this title 

from the beginning. When you see 
the game, the difference is readily 


We have some different palette 
things that we do so that we are not 
stuck using just one palette for 
everything. For instance, all our 
skins use their own palette. Also, 
Andrew Welch, the lead engineer, 
got us a new method for animating 
the main characters in real-time, 
while maintaining a seamless mesh 
This makes them look much better 
than before, when we were stuck 
using segmented models. 


Ancient Greece, 1200 B.C.E. The simpliest of 
skills can come in handy; frisbee anyone? 


64 enemies. 24 weapons. 33 levels. 
4 time-warped worlds. 2 deadly sidekicks. 


We are doing in-game (think Metal 

Gear Solid) cinematics throughout 
the game to tell the story. We have 
artists building the sets in our 
proprietary level-editing tool, so they 
look great. And we also have real- 
time lip syncing for all the talking 
characters. The reason we are 
doing them all in- 


game is 
so that you 


are never pulled 
out of the Daikatana 

experience, always keeping you їп а 
real-time world looking at the exact 

same models you play in the game. 


San Francisco, 2030 C.E. Did you ever think that 
you would have to Escape from Alcatraz? 


We have four different time periods 
that you play through on your quest. 
Each one has its own set of textures 
that were done by a different artist. 
We basically have four different 
games within Daikatana. 


| would have to say т. 
itis just the quality and — 
quantity of stuff we have had to 

do. We have a huge amount of 
monsters in the game, as well as 
weapons and other stuff. To have it 
look as good and consistent as it does 
is a testament to the artistic talent that 
we have working on the title. 


„© think we had the team to do it. 


кы 


different from the one before 
Episode One, (Japan) for instance, 
is in the future and requires a totally 
different style as compared to 
Ancient Greece. It is just amazing 
what we have here, and | think that 
all gamers will benefit from our hard 


work. Daikatana is truly bigger and 
better than anything that has come 
out before; it will be a real treat. 


Norway, 560 C.E. Stavros’ Staff will allow you 
to flatten your enemies with red-hot meteors. 


Well, it was quite a challenge but | 
7 , The thing is we are really 
„ doing art for 4 different 
A games. Outside of Hiro, 
Mikiko, and Superfly, 
à there is nothing that we 
.*, carry over from episode 
to episode. From all the 
creatures and their skins and 
animations, to all the textures 
needed to make the levels, and also 
the weapons and such. There is just 
so much that has never been done 
in any game before. Each time 
period you visit will feel totally 


Legacy of Kain: Soul Reaver, 
developed by Crystal Dynamics, has 
the potential to be the hottest 
adventure game of the year. The 
game is set in the grim gothic 3D 
world of Nosgoth, a land tainted by 
the rule of a vampire dynasty. Kain 
is the leader of this vampire empire. 
In his conquest of Nosgoth, Kain 
created six lieutenants to forge his 
legions. First born of these 
lieutenants was Raziel, the anti-hero 
of this game. When the 
game begins, vampires 
are clearly in control of 
the land. They've 
destroyed most of the 
human kingdoms and are 
experiencing a 
renaissance. Huge 
furnaces were built 
to blot out the sun 
with smoke. Each 
vampire legion 
overseen by a lieutenan 
was granted a fief. Kain 
held court in a vast 
palace built on the 
ruins of the Pillars of 
Nosgoth, an 
ancient seat of 
power in the 
land. All was 
well until 
Raziel had the 
audacity to 
evolve beyond 
his master. 


ver 


Vampires in Nosgoth become more 
powerful as they age. They mutate, 
becoming less humanoid and more 
monstrous. Raziel received a 'dark 
gift - wings. With this gift his abilities 
surpassed Kain's. Kain would suffer 
no challenges to his supremacy. For 
his transgression Raziel was 
executed; cast into the Lake of Dead 
Souls - a fate reserved for traitors 
and weaklings. As Raziel fell into the 
vortex his body was devastated. 
Flesh melted, wings in tatters 
х ‚ Raziel Іей the material plane. 
He became a creature of 
the spectral realm. In 
BRE the spectral plane 
Raziel encounters 
the Elder. The 
Elder and 
Raziel 
struck a 
bargain; 
Raziel 
will 
have his 
vengeance 
against Kain for the 
Souls of his brethren. Thus, 
the first soul reaver was 
created. Now Raziel 
must stalk the ruins of 
Nosgoth feeding on 
| the souls of his 
enemies as he 
hunts for 
Kain. 


THE GAME 


Gameplay consists of three different 
elements; exploration, puzzle 
solving, and combat. Raziel begins 
the game in the spectral plane. This 
is where you learn how to feed on 
the souls of creatures to get energy. 
After you fill your energy bar you'll 
be able to find a gate that will allow 
you to shift onto the material plane. 
When you return to the material 
plane you'll find that things have 
changed. Much time has passed 
from your execution to your return. 
This exploration is one of the really 
compelling aspects of the game as 
is Raziel journey of self discovery. 


Deadly boss encounters. 


Puzzle solving ranges from the 
mundane where do | go next to 
multiple step brain busters. 


ns are shown 
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COMMANDOS: 


Beyond the Call of Duty 


In March 1999, strategy gamers can again • Control of ingame machinery 


welcome back the Dirty 1/2 Dozen onto 
their hard drives for more gaming service. 
Eidos Interactive and Pyro Studios are 
enlisting the boys for covert action in 
Commandos: Beyond the Call of Duty, 
in which, Pyro Studios has crafted an 
engaging stand-alone game with the same 
popular gameplay of the original hit. 
However, in this game the team has never 
looked so good or faced such daunting 
odds. 


Featuring maps that are twice as large and 
varied, Beyond the Call of Duty sports a 
revamped graphical engine with beautiful 
photo-realistic graphics that truly immerses 
the user in the thrills of WWII tactical action. 


As an appreciation to original fans, Pyro 
Studios has incorporated new weapons 
(such as the shotgun), new decoys (like the 
cigarette distraction), and even handcuffs 
(for those ornery German guards). 


This eight-mission mini-epic spans Eastern 
Europe and even a visit to Athens. However, 
for the team this work is no vacation. The 
legend and devastation of the Commandos 
have prompted the Wehrmacht to increase 
security with crack Panzer and Luftwaffe 
reinforcements. Even Tiny will have his 
hands full with a Tiger Tank tracking him. 


If you are a Commandos veteran or just 
looking for a unique game to test your 
tactical skill and puzzle solving sense, enlist 
this March 1999 with the Commandos and 
go beyond the call of duty in service for your 
country. 


Here are some new missions to help 
you enlist: 

* Eight missions taking place in Eastern 
Europe and Greece. 

* Double sized maps with multiple objectives. 

* Two Skill levels to indoctrinate new 
Commando recruits. 

* Increased texture resolution of the graphic 
delivers photo realistic game graphics. 

* New enemies units including Panzer and 
Luftwaffe guards and vehicles. 

* New Commandos weapons like the 
Enfield Rifle. 

* Added diabolical decoys like the rock 
toss and cigarette distraction. 

* Exotic locations include a zoo filled with 
hungry lions and a secret Luftwaffe airbase. 


(like rail road cars) 


We recently spoke to the Project 
Leader of the Commandos 
series, Gonzo Suarez about 

his role, his design perspective, 
and Commandos. 


Q. Gonzo what is your title? 

| am the project lead and game designer 
of Commandos. What does this mean 
exactly? | don't know. When | know | will 
be glad to answer. 


Q. What was the motivation for 

doing such an impressive title in 

only seven months? 

Beyond the Call of Duty is made mainly 
to reward those who enjoyed Behind 
Enemy Lines, so it follows strictly the 
spirit of the first part. Referring to add-ons 
we can find several items: distraction 
items (cigarette pack, stone, etc.), new 
weapons, and the possibility to take 
prisoners and use them later for delicate 
tasks. Our efforts have been applied mainly 
to the design of the missions, so that they 
are addictive and playable. 


Gonzo Suarez, 
project leader and 
game designer 


where you handle several units like 
tactics and strategy games. 


Once these questions were 
answered, we moved to the definition 
of all the game items and we went 
through this hierarchy: 


. Game, game, game... if something goes 
against playability, no matter how good 
looking, it’s sacrificed. 

. Logical interface: communication of logic 
items from the machine to the user and 
from the user to the machine 


. Feeling and alienation. Without hurting 


the GAME or the INTERFACE, put in all 
items you can to move the user into an 
imaginary context and make it attractive. 
Features. This must undoubtedly be 
absolutely the last item , and it must never 
dictate criteria in a videogame. 


No item belonging to a higher order in this 
hierarchy must be sacrificed for another 
item of a lower order. 


Q. What was the design process for the 
Commandos Series? 

In the first place, we answered the 
questions: “What do you want to play?” “Do 
you feel like playing it?” “Is it enjoyable?”. 


We knew we had to answer these questions 


apart from environments or contexts, as if it 


were a tabletop game. This seemed valid for 


any kind of game, but much more for those 


And of course, 
having everything 
quite defined 
before even sitting 
down to write a line 
of code, we knew 
that not to do it this 
way would mean a 
lot of problems in 
the future. 


Q. What made 
Commandos such 
a mega-hit? 

A void in the vast 
field of strategy 
games (at that 
time). Those games 
did not attempt to 
obtain their goals 
by manipulating existing items (a feature 
which distinguishes tactics from strategy). 
And doing it with a real-time reactive 
environment. In short, the now well-known 
Real Time Tactics. As for the context, both 
Ignacio (Ignacio Perez) and | wanted to 
recreate the old war movies of World War II 
and give it a diorama look of lead soldiers 
and models. This is why we rejected doing it 


in 3D, because it didn't allow the level of 
detail the graphics required. 


Q. Which Commando is your favorite? 
Probably the "Diver" (Fins) is the one with 
more particular and complete skills, 
although just as with one's children, each 
one has something one likes best. Most 
people on the team like Tiny the Green 
Beret. 


Q. What was the greatest programming 
challenge? 

A. Probably to match a 3D physical and 
movement environment with a 2D isometric 
gaming viewpoint. 
This is, even today, a 
difficult challenge to 
confront. And, 
undoubtedly, the 
relationship of stimuli 
and initiative of the 
multiprocessing 
entities is very 
complex. These are 
areas for which the 
best that can happen 
is that they pass 
unnoticed, but that without them the game 
would have never been the same. 


Q. Can you give us any scoop on 
Commandos 11? 

A. Night? Indoors? Several viewpoints? | 
don't know at this moment. And even If | 
knew, | couldn't tell you yet ;-). Everything is 
possible. 


The Producer of Commandos, Eric Adams 
talks about Pyro Studios, Beyond the Call 
of Duty, and the future of the Dirty Dozen. 


Q. Tell us about the creators of the 
Commandos series. 

Pyro Studios of Madrid, Spain is the creator 
of the Commandos product line. At the 
head of Pyro Studios is Javier Perez. The 
Lead Programmer and designer of the 
games is Gonzo Suarez with design 
assistance from Javier's brother Ignacio. 
Gonzo has over ten years of game 
development experience. While the Perez 
brothers are leading businessmen in Spain. 
Pyro Studios was created to be the premier 
gaming house in Spain and to create 
games that stress gameplay and 
innovation. 


Q. Why was Commandos: Beyond the 
Call of Duty created? 

The demand for new missions has been 
intense. The initial Commandos title has 
been an amazing international success with 
over 700,000 units sold. These Commandos 
fans wanted more action with the boys and 
Eidos Interactive and Pyro Studios are 
happy to oblige. The “Call of Duty" should 
keep our fans challenge until we release the 
next generation of Commandos. 


Q. So is this 

product and 

add-on or a sequel? 

It is neither. 
Commandos ll (tentative 
title) is the true sequel 
that we plan to release 
in Fall 1999 on the PSX 
and PC. Commandos: 
Beyond the Call of 
Duty does not require 
the original game. It 
uses a revamped engine 
from the first game. It is more a enhanced 
companion to the original title. 


Q. How does Beyond the Call of Duty 
appear to the hardcore Commandos 
user and the gamer interested in 
exploring the series? 

For the Commandos fan that has the 
original, this game uses the same familiar 
interface and characters, with the 
enticement of higher resolution graphics, 
new weapons, new abilities, and larger 


maps. For those new to Commandos, the 

game will have the same tutorial system 

with the addition of an EASY and HARD 

skill setting. Mplayer support means 2 
unlimited Internet play. 


Q. What is happening with Commando II? 
Commandos II development is proceeding 
very nicely. The game will take place in the 
Pacific war theatre of WWII and feature 
some new Commandos. The engine is 
being redesigned for an amazing graphical 
and audio experience. Pyro Studios is 
working on implementing several user- 
requested features (such as the Body 
Search and Multiple Enemy LOS views). 
The Al of both the enemies and the 
Commandos are being enhanced. 
Multiplayer is being redefined to increase 
speed and to offer new play variants. My 
early views of the games where a joy to 
behold. | think in the Fall of 1999, strategy 
gamers are in for a treat. Also, do not forget 
we plan to ship Commandos II on the 


Playstation 
New Decoys: 

* Rock Toss * Cigarette Toss 
New Weapons: 

* Enfield Rifle * Handcuffs 


New Locations 

The Commandos are now behind enemy 
lines in Eastern Europe and the 
Mediterranean. Some missions to look 
forward to: 


* Sneak your team on the Channel Islands 
while navigating your raft through a 
mined lagoon. 

Infiltrate a secret Luftwaffe airbase with 
experimental aircraft. 


Warzone 2100 


Hints and Tips for 


Pumpkin Studios Debut Title 


-| 


To increase productivity, make sure 
to build multiple buildings of the 
same kind. By having more than 
one factory you can build more units 
to create a bigger army much faster. 
To really cut down on research time, 
it is a good idea to have at least two 
research facilities to expedite your 
technology level. 


Design units as soon as the 
research is complete. Warzone 
2100 uses a 3-part sequence to 
design vehicles: turret, body, and 
propulsion. The outcome - over 
2000 different unit types. The latest 
technology can help in the success 
of that particular mission. 


Unit skill levels increase depending 
on the amount of enemy units they 
destroy. Make sure to keep the 
higher ranked units healthy as you 
progress in levels and in multiplayer 


games. One way to preserve a unit 
Skill levels is to recycle the unit. 
When recycling units, their attributes 
are carried over to the next unit that 
is created. This is one way to keep 
your army fresh and skilled. 


A good tactic is keeping all of the 
same types of units grouped 
together. A prime example 
is to group flamers together 
to perform a hit and run 
attack and then have the 
machine-gun units protect 
the flamers. 


Don't forget to repair units. 
Make sure a mobile repair 
turret unit is with the group. 
The benefit - it does not 
use any power and prolongs the life 
of your army. 


By having a Commander leading a 
group, he can direct units to specific 


locations and choose the 
appropriate target to attack. Like 
other units, Commanders 
gain in experience. As a 
Commander becomes 
more experienced, he can 
control a larger group and 
accuracy becomes much 
better. 


Mortars lob shells over 
friendly troops, structures, 
and even over hills and valleys. 
However, they must be able to see 
what they are firing at. When 
attached to a sensor, mortars can 
shoot at targets that the sensor can 
see. To attach mortars to a sensor 
select the mortar, then select the 
Sensor. A sensor lock box appears 
to show that you are successful. 


Hints and tips provided by: 
Rudy Ellis, Product Analyst 


Quest for Glory V: DragonFire 


Е P 


Uneasy lies the head that would wear a crown 


ragonFire, the fifth release in the suc- 
D cessful Quest for Glory series, attempts 

to combine the character development 
of a role-playing game with the puzzle-filled 
environments of an adventure. Although it 
lacks the originally planned multiplayer feature, 
it works quite well as a humorous and sus- 
penseful adventure; but is only marginally ade- 
quate as an RPG because that genre's elements 
are far from pure. 

Designer Lori Cole has constructed a tight, 
exciting plot filled with memorable, fully real- 
ized and often witty characters. One of the 
more delightful characters is Ann, a Gnome 
Innkeeper who greets the hero, "Howdy 
Ranger, | hope you reckon to stay in this here 
two-centaur town fer a while." Humorous 
descriptions of items abound and include such 
gems as: "This is the Inn door. It's also the out 
door." Decorating the interiors of some of the 
buildings are animal heads including those of a 
wild boar ("Oh no! Pumba!"). In addition, there 
is a reindeer with a nose that glows bright red 

Our hero, the Prince of Shapeir, travels to the 
city of Silmaria as one of five heroes to com- 
pete in the seven deadly Rites of Rulership. The 
former king has been assassinated and the rig- 
orous competition has been designed to both 
save the kingdom and crown the winning hero 
as the new king. 

As if the Rites weren't deadly enough, 
someone is also mysteriously assassinating the 
heroes. This suspense-filled plot intertwines 


with several subplots, including an amusing 
romantic one in which the hero courts and 
weds one of the game's fairest maidens. 

The interface has been simplified and 
tweaked to perfection; it is very easy to play with 
either a mouse or keyboard and the game's puz- 
zles range from magnificently moderate to dia- 
bolically difficult (it's not easy to solve). 

DragonFire doesn't take much more than thir- 
ty hours to initially solve, but players may extend 
game play by choosing a different type of hero 
to play. The available types include warrior, pal- 
adin, wizard or thief. Each type must use different 
skills in order to solve the game's puzzles. 

A player need not have played any of the 
other games in the Quest for Glory series to 
understand or enjoy this one. Fans will appreci- 
ate meeting some old friends (and enemies), 
but this Quest is independent of the others. 

Unfortunately there are a number of bugs in 
the initial release. None of the bugs are game- 
stopping, but some are detrimental. The hero 
can not marry Katrina, for example. There is a 
corrective patch available on www.sierrafx.com, 
but consumers should not have to deal with 
patching unfinished software. 

The designers didn't want to frighten away 
adventure fans so they made the game's com- 
bat extremely simple. They also invented short- 
cuts so that heroes could more easily and 
quickly boost attributes. In DragonFire the hero 
can exercise on a treadmill in the Adventurer's 
Guild or run instead of walk or practice throw- 


ing objects at a target to boost attributes. 
While this is cozy for adventure fans that never 
play RPGs, hardcore role-players will be 
extremely critical, since this type of activity 
pushes statistics to their maximum too easily. 

The game's graphics, animation, sound 
effects, actors and musical score are at times 
stunning; the other Quests have never looked or 
sounded as good. Although the graphics are 
pleasing; however, you'll find that the animated 
characters are too small. In an attempt to create 
the illusion of 3D in what is really only a two- 
dimensional graphic world, the artists shrink the 
size of the characters as they travel from the 
foreground to the background. The characters 
are of sufficient size on city streets but when 
the horizon is distant they seemingly shrink to 
the size of ants. Fighting battles is ridiculous 
when the cursor is larger than the character. 

Despite the game's shortcomings, its high- 
quality story, characters, puzzles and dialogue 
make DragonFire an excellent, and most delec- 
table game to play—especially for fans of 
adventure games. -Andy Backer 


Quest for Glory: DragonFire 

Sierra * www.sierrafx.com * Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
32MB RAM, 8X CD-ROM; MacOS, System 7.5 or 
higher, 120MHz PowerPC or higher, 32MB RAM, 
6X CD-ROM * Multiplayer: None 
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Total Air War 


. Campaign Selection 


Campaign Selection 


Strategy and simulation meet in mid-air 


“Campaign information 


OPERATION: HIGHLAND 


Pilot Log 


The campaign briefing screen where the ten dynamic campaigns may be selected 


hen DID's F-22:ADF was initially 
W released, there was much talk of the 
add-on CD that would add dynamic 


campaigns and strategic elements, taking flight 
simulations to the next level. With the release 
of Total Air War (a somewhat controversial com- 
plete package rather than an add-on), DID has 
made an admirable effort to complete this task 
and has succeeded on most fronts. 

Wrapped neatly around the original F-22:ADF 
flight-simulation is a tactical battlefield where 
from the War Room you watch unfolding 
events happening in the particular campaign 
you are playing. In real time, you watch the var- 
ious sorties and missions of each campaign on 
the main campaign theater map. When you 
have a hankering for some simulation action, 
you can scramble an F-22 for a combat air 
patrol or plunge right into the heat of battle by 
finding a particular ongoing mission and jump- 
ing into the cockpit. Missions are fully editable, 
allowing the aspiring pilot to customize load- 
out, waypoints and support aircraft before tak- 
ing to the skies. The campaign is won or lost by 
actions taken in individual missions or in com- 
mand of the entire war machine. Specific areas 
of the enemy nation such as command and 
control or production can be targeted to help 
bring them to their knees. The effects of mis- 
Sions are neatly displayed in set of graphs 
accessible from the War Room, showing dam- 
age to targets and sorties flown. 

For even more strategic elements you move 
to AWACS mode and take command of the bat- 


COMPUTER GAMES 


tle from one of these flying nerve centers. A 
wide array of control and views are available 
giving ideal situation awareness in each of the 
campaigns. Simple point and click routines can 
change routes and orders for a flight of allied 
planes. An air strike or mid-air refueling can 
quickly be ordered to help further the cause of 
your allied forces. With speech enabled, voice 
responses echo your commands as pilots take 
to action on their orders. 

Great care seems to have been taking in lev 
eling the playing field with this simulation. 
Missions are assigned based on how well your 
pilots have performed in previous combat mis- 
Sions, and players just getting started out are 
kept further behind the battlefront, allowing a 
gentler learning curve. Along those same lines, 
many of the variables in mission planning are 
completely optional, allowing for an easier 
flight for those who do not have the knowl. 
edge or time to customize a mission. As pilot 
skill increases, the selection of missions 
becomes considerably more difficult, with an 
increased enemy air presence and concentra- 
tion of anti-air sites. 

Shortcomings on this simulation are few and 
far between. The multiplayer is still lacking in 
the co-operative area, which is particularly dis- 
appointing given the overall game's high level 
of detail in commanding flights of aircraft. 
Finally, the strategic elements, which are the 
key to this title, tend to be a little short on 
depth, leaving you with “gosh, | wish there was 
a little more" feeling. More resources, re- 


|. Mission Planner 
Ж 


— peee 


Planning all the details of an F-22 mission 


enforcements and even more interaction with 
ground units could have helped in adding 
another level of depth to this game. 

Few simulations currently available can real- 
ly compete with this game in terms of its 
breadth and scope. It combines good 3D accel- 
erated graphics (with support for Direct3D and 
Glide), dynamic campaigns and customizable 
options with a more detailed strategic element, 
resulting in an extremely well-rounded prod- 
uct. Owners of F-22: ADF and those hoping for a 
slightly more immersive (and detailed) elec- 
tronic battlefield experience might be a little 
disappointed with the actual strategic elements 
present in this game, but judged as an overall 
product, this is one total air war that has yet to 
be matched. -Jim Pedicord 


Total Air War 

DID * www.did.com * Requirements: Windows 
95/98, 166MHz Pentium or higher, 16MB of 
RAM, 4X CD-ROM + Multiplayer: 2-8 players, 
Internet, LAN, modem, serial 
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¿The order is given. Prepare for battle! 


In the explosive üsive tradition of Man of War comes the ail new high seas 
combat.of Man of War 2. Take command as a Fleet Admiral, Division Commander or 
Ship's Captain and face the füry оба broadside, the terror of a boarding action and the 
thrill ofa'glorious victory in a dramatic real-time first person perspective. 
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Football Pro ‘99 


Sierra Sports fumbles the ball in a big way 


Looks great... except for the Jets Siamese twins back there.. Keyshawn Glenn? 


bining the career mode from its progeni- 

tor Front Page Sports Football, the action 
of Madden and the business trappings of Front 
Office Football. To an extent, it succeeds 
exceedingly well. The actual NFL rules for free 
agency and revenue sharing are present, trad- 
ing can include future college draft picks, free 
agents weigh offers from multiple teams and 
an advanced optional financial model allows 
you to control ticket prices for both regular and 
luxury seating, concessions and other minutiae. 
Attendance is calculated through a wide vari- 
ety of factors, including place in standings, 
presence of superstars, and even past glory. 

The career mode adds nifty elements like the 
ability to track, trading card style, a player's 
entire career, which more than ever lends a 
sense of history to career sims, especially in mul- 
tiplayer owner sims. Furthermore, it allows users 
to create their own bitmapped skin uniforms for 
their own teams, including helmet logos, giving 
players a sense of “ownership” of their teams 
that is unlike any competing product. 

The graphics are a shade less than impres- 
sive than those found in Madden 99, and as 
with that game, only the more powerful PCs 
can appreciate the level of detail. Player anima- 
tion, while not as extensive as that in Madden, 
is more than satisfactory, including such 
moments as players rolling off a hog-pile. 

How could a game combining a superior 
career mode with business strategy and excel- 
lent arcade graphics fail? Unfortunately, there 
is no game to back it up. While the game does- 
n't have many fatal crash bugs, nearly every 
feature, as implemented, is either buggy or 
woefully play-balanced. For example, injured 
players never heal, receivers stop on long pass 


E ootball Pro 99 is an ambitious game, com- 


COMPUTER GAMES 


plays, and the play editor has serious ommis- 
sions compared to previous versions of the 
series. These are just the tip of the iceberg in 
terms of botched design. 

The worst aspect of the game is that the 
included plays and playbooks are so poor that 
rushers like this year's MVP Terrell Davis end up 
with 500 yards rushing for the season. League- 
wide, few rushers average higher than 2.0 
yd/carry, and this is a direct result of the awful 
rushing plays included with the game. Once 
sensible offensive plays have been created, like 
pro-set fullback-lead halfback rushes, suddenly 
every half-decent rusher seems to enjoy 250 
yard rushing days, with some breaking 300. 

Upon deeper inspection, it's easy to find the 
problem. The defensive players are even worse 
than the offense. Plays can't be created with 
options for defenders to key on players such as 
the QB or HB. Don't bother to look through the 
documentation for examples how to do this— 
the skimpy 70 page manual brushes over the 
editors in three pages, which compared to other 
topics is a thorough examination. Compared to 
the original Football Pro play editor, these are 
borderline unusable. Among other things, the 
formations are incomplete: on offense, there are 
no goal line or I-formations. On defense, there 
are no goal line formations either. There is no 
way to create a three WR or four WR set, or a 
two TE set, because every lineup must have two 
wide receivers, a fullback, a halfback and a tight 
end. If there is a way, don’t count on the manual 
or even even online instructions to mention 
how. The list of problems are even longer, but 
suffice to say, this is an unfinished product. It is 
astounding that so many obvious gameplay 
glitches and missing features were overlooked 
before releasing this product. 


Stadiums are finally represented in-game, 
as in Soldier Field rendered here 


| White (Black Hair) 
ce Type. 


Let's give Dan Marino blonde hair and a 
goatee, shall we? 


Simmed games are now depicted with an ani- 
mated X's and O's chalkboard. On real-time 
speed, you can watch the plays unfurl 


However, unlike other bad sports sims of the 
past, such as Legends 98, there is no level of fun 
at all. Playing is a chore, a task akin to Tantalus' 
punishment—a torture to play and watch 
because of the promise of true enjoyment that 
is always just out-of-reach; the promise of 
what could have been the most satisfying and 
perfect football simulation experience ever cre- 
ated. -Jonah Falcon 

Due to what they referred to as "errors in the 
program's code," Sierra Sports has announced a 
total recall of Football Pro 99. The game will no 
longer be sold, and consumers will be issued full 
refunds. According to Sierra president David 
Grenewtzki, "we let the impending end of the 
football season influence our decision process... 
With this recall action we hope we can convey our 
intention to do right by our customers. In August 
'99 the release of NFL Football Pro 2000 will show 
our fans the potential that we saw in the prod- 
uct.” -ed 


Football Pro ‘99 

Sierra Sports * www.sierrasports.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM + 
Multiplayer: 2 players, Internet, serial, PBEM 
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Starsiege Tribes 


When two Tribes go to war... 


full of holes. 
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Dark Wolf catches a Frisbee of Death thrown by An 


he box doesn't do a very good job of 
T telling you this, but Dynamix's latest 

game is a multiplayer-only 3D shooter 
with its roots in such Quake mods as Team 
Fortress and Capture the Flag. Oh, sure, there's a 
backstory set in the Starsiege world, something 
about galactic wanderers too poor to afford 
giant robots to do battle in, which provides the 
rationale for the idea of battling tribes, but it's 
completely disposable. What you have here is 
team-oriented, multiplayer 3D action at its best, 
with no quarter asked or given. 

Like NovaLogic's excellent Delta Force, Tribes 
sets up a very viable and exciting game world 
for teams of fragmeisters to shoot it out. Unlike 
Delta Force, Tribes lacks even the vestiges of a 
solo game, including only a handful of training 
missions which are about as fun as watching 
grass grow in the winter. This is not necessarily 
evil, however; Dynamix never claimed to be 
developing a single-player game. It is some- 
thing to be aware of, though, because if you 
don't have a solid Internet connection (dial-up 
is fine) or access to a honkin' big LAN, this 
game isn't worth squat to you. 

Assuming you are wired, and like multiplay- 
er, you're in for a treat. Unlike most shooters, 
Tribes eschews the confines of corridors for 
the open vistas of the great outdoors. That 
means long-range combat, mixed with some 
intense interior battles for bases and downed 
space ships, and lots of mobility. Everyone 
runs around in battle armor equipped with 
jump jets, and going vertical isn't just an 
option, it's necessary for survival. Most of the 
mission maps are hilly, with many valleys, 
mountain peaks, and ravines, and most play- 
ers spend a lot of time bounding from ridge- 
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Drawing a bead on an enemy LPC 


line to ridgeline in the low gravity of these 
aliens world. Snow, rain, fog and night are 
part of the environment, and have real effects 
on visibility and detection. 

What makes Tribes interesting, other than 
the coolness of fighting outdoors and at range, 
are the team-play trappings that Dynamix has 
built into the game. Each side has its base, usu- 
ally, equipped with inventory dispensers, tur- 
rets and sensors. All of this is powered by gen- 
erators and solar panels, which are subject to 
enemy action. Much of the game revolves 
around defending or attacking these bases, 
and repairing the damage. Players can take 
command of gun turrets from command dis- 
plays, give orders to each other on their com- 
mand maps, and track the course of the battle 
via their side's sensor net (a net that is also sub- 
ject to enemy attrition and jamming). Add to 
this three types of aircraft, which can carry from 
one to five players, and the incredible mobility 
of jetpack-equipped players, and you've got a 
recipe for some very hot action. 

While there is a deathmatch option, the 
servers online so far have been overwhelming- 
ly devoted to team play, which is the game's 
focus. Getting online is easy, as long as you're 
connected to your ISP. The game queries the 
master server list and presents a filterable list of 
servers; click and play is the order of the day. 
Dynamix has included a host of tools to help 
gamers manage games, but you're likely to run 
into your share of idiots and team-killers 
nonetheless. And that's the only real flaw in the 
team-based multiplayer approach of Tribes. 
How well it works depends entirely on who you 


Hitching a ride with the posse 


A laser designator picks out a turret for friend- 
ly mortar fire, with spectacular results 


Here’s where you can plan your war effort 


play with. With no solo game, there is no 
refuge for players tired of the buffeting of the 
online community. A botmatch option would 
be welcome, though it's easy to see how that 
could get old very fast in a game like this, 
where success is based on more than just gun- 
ning down your foes. 

If you like multiplayer action games, and 
want something more than another corridor- 
shooter deathmatch, it doesn't get any better 
than Tribes. Excellent network performance, 
slick controls, and enough variety to keep most 
gamers intrigued add up to a great game. Once 
Dynamix adds the planned mission editor and 
OpenGL support (the game is currently 3Dfx 
Glide or software 3D only), and makes it easier 
to modify skins and such, Tribes will be well 
positioned to compete with the other multi- 
player-only shooters coming out in 1999. 
—Robert Mayer 


Starsiege Tribes 

Dynamix * www.dynamix.com * Requirements: 
Windows 95/98, 200MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM + Multiplayer: 2-32 
players, Internet, LAN 


FireTeam 


Alittle bit of the future 


nline-only games are still in their infan- 
О cy. The latest generation focuses on 

the team-based gameplay made popu- 
lar by Quake mods like Capture the Flag and 
Team Fortress, but they all suffer from a com- 
mon problem: communication, or a lack there- 
of. Typing or message macros don't cut the 
mustard. FireTeam changes all that, with real- 
time voice on even the most meager Internet 
connections and a game design that puts it to 
good use. 

FireTeam isn't just an action game with 
real-time voice—it's something unique that 
defies simple explanation. When connecting 
to the server, you're placed in a lobby where 
you can chat with other players, form teams 
and sign up for tournaments. This is one of 
the best lobby programs ever seen, with sup- 
port for many common IRC-style commands, 
an intuitive layout, extended player statistics 
and a pleasing look. Players are ranked by 
“tiers” which represent their skill level. You 
can start from tier zero (absolute newbie) to 
tier three (veteran), but tiers four and five 
must be earned—after 15 games, you 
advance to the next tier if you've won 7096 or 
more of your games, and fall back to the pre- 
vious tier if you've won less than 3096. Games 
can be created as "unofficial" so that no stats 
will be kept, and all games where the team's 
average tiers differ by more than half are 
automatically unofficial. 

There are four different game types. Capture 
the Flag, team deathmatch Gunball, where 
players grab a ball and try to get it into the 
endzone for points, and Basetag, where you try 
to defend your own or destroy the other team's 
base. All are played with up to three teams of 
1-4 players each, except Gunball which is limit- 
ed to two teams. 

Your first in-game experience with the 
game is likely to be a mixture of delight and 
disappointment. The initial shock of the real- 
time voice technology cannot be underesti- 
mated. Working together becomes practical 
and efficient in a heartbeat, as everything from 
simple warnings like “look out behind you!” to 
overall team strategy can be conveyed with 
the kind of ease that makes other team games 
downright frustrating by comparison. The 
camaraderie and community aspects of the 
game are only enhanced by hearing your team 
cheer and curse and yell for help. The voice is 
no gimmick—game features like the line-of- 
sight rules go hand in hand with verbal com- 
munication. It's a good thing it works so well; 
there are no push-to-talk keys or restrictions 
on the speech. Just talk, and they hear you. 
Even on a 28.8 modem, sound quality is good 
and gameplay smooth. 

Hardcore action fans will be disappointed at 
first, though. The players move as if wading 
through molasses, carry only one weapon each, 
and dodging other player's shots is next to 
impossible. After 5-6 games, it starts to become 


Sticking together is important in 
Team Deathmatch 


apparent that FireTeam is a game about team 
strategy more than reflexes and aim, resem- 
bling a real-time X-COM. Soon, a wealth of 
strategy becomes apparent, as the three char- 
acters require drastically different play styles, 
and different games types and maps require 
very different strategies. Though many match- 
es are adrenaline-pumpers, your enjoyment is 
directly related to how quickly you get on top 
of a learning curve that requires abandoning 
many of your finely-honed action skills. 

Community-building is very important to 
the success of most online games, and while 
the first-person shooter crowd seems eager 
to do it on their own, Multitude isn't leaving 
anything to chance. They provide detailed 
statistics web pages for all players and 
encourage the building of Companies (like 
Quake Clans) with company pages, a classi- 
fied ads section, company lobby icons, and 
more. Official tournaments are run fairly 
often, and player-run unofficial tournaments 
happen nearly every night. 

FireTeam is nothing if not polished. From the 
classiest box since Ultima Vil and a bundled 
headset/microphone to the powerful lobby 
and community web pages, everything just 
oozes careful forethought and planned imple- 
mentation. Nothing seems rushed or hacked or 


Multitude has delivered the best lobby 
in the business 


Blue team tries to capture some flags 


anything less than thoroughly tested, which is 
rare in modern games and twice as rare for 
online-only games. While it isn't for everyone, 
those who are able to break past the barrier of 
teamwork-based gaming and slower-paced 
action are likely to gain a whole new obsession. 
-Jason Cross 


FireTeam 

Multitude * www.fireteam.com * Requirements: 
Windows 95/98, 166 MHz Pentium or higher, 
32MB of RAM, Internet connection * 
Multiplayer: 2-12 players, Internet 
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"MECH WARRIOR 3' 
1st-person immersive 
experience with cock- 
N pit, realistic Head-Up 
I Display, & outside view 
| option. Mechs can i 89 
\ i carry up to 10 Since 19 
weapons at once, firing 


them individually or Н Р 1) ва Is 
grouping them. Д D! [ БЯ J 
Training, Single-Player, í Ñ | | 
Single Scenarios, & 0 de Í | Í 
Multiplayer Modes, 1 3f ) DW 
LAN or modem, sup- 
porting up to eight 
players. Choose all-out 
solo war or split into 
two teams that fight 
each other. 
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‘COMMAND & CONQUER 2 
TIBERIAN SUN’ engine, 

TIBERIAN ИЛ dynamic 3D 

d d ч terrain, & multiple levels of war- 
и fare. Interactive & kinetic battle- 

E ТООҢ field, ion storms, ice fields & 
- more. Play solo skirmishes or 

ДИ take on your computer in full 

f Campaign Mode. Connect with 


Army Mer $35.99 


xs | up to 8 friends over IPX or LAN 
Battlec | or one-on-one over modem. 
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04/98 $1999 
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Machine Hunter 
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Magic Spells. 
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Master of Orion 2 
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all Duty 


Colonization 


Colonization 


01/99 
197 
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‘BRAVEHEART’ Follow in the footsteps of Scottish 
hero William Wallace, taking on the might of the 
English army to gain your freedom! Braveheart 
combines real-time strategy with global manage- 
ment in a brutal reenactment of the war between 
sword-wielding Scottish clansman and expansion- 
ist English forces. With the latest 3D engine and 
state-of-the-art motion capture technology 
Braveheart delivers unparalleled combat realism. 


Eidos (Strategy) 
Release: 2/99 
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“CIVILIZATION: CALL 
TO POWER’ Build an 
empire from the ground 
up. Lead the world in 
technological — kno 
edge. Exert your military 
might. 00- 
year time from 
primitive history to the 
future. The experie 
enriched with uniqui 
non-military strategies 
vid graphics, an engag 
ing multiplayer mode 
and breakthrough empire 
management options. 


Activision (Strategy). 
Release: 3/99 


"TOTAL ANNIHILATION: KING- 
DOMS' This fantasy real-time 
strategy game engages you in the 
struggle of good against evil and 
magic against technology. New 
story line, 3-D articulated units, 
missions, multiplayer maps & 
worlds, Four selectable sides to 
choose from, each with its own 
unique magical & technological 
abilities 


GT Interactive (Strategy) 
Release: 28 
PC CD 


‘HEROES OF MIGHT & MAGIC 3° 
Features new graphics, story line, 
expanded world, and enhanced 
game engine & multiplayer capa- 
bility. Computer and human play- 
ers are now forced to rebuild their 
es after an attack. Includes 
24 heroes of 8 types, with more 
evil heroes and new evolving 
characters. Combat is expanded 
] to include more hexes 


300 (Strateny) 
Release: 3/9 
Pc cD 


BIRTH OF THE FEDERATION’ 
Manage resources, solar systems 
and trade routes. Construct, 
maintain and refit a Starship fleet 
and engage in turn-base 3-D 
space combat! Features multiple 
skill levels, galaxy sizes and other 
options for long-term replayabili- 
ty. Multiplayer support for up to 
five players via LAN, direct con- 
nect, modem and internet. 
Microprose (Strate: y) 
Release: 28 
PC CD 


HOMEWORLD' combines ele- 
ments of space combat, strategy, 
& action. Hundreds of years after 
aliens destroyed your planet & 
relocated survivors to the edge of 
the galaxy, a crystal starts to emit 
a faint signal to lead you to your 
homeworld. A immense mother- 
ship is built to carry millions 
home, to the unknown. Single 
play or up to 8 players on-line. 


Semis 
Release: 4/9 
PC CD 


AGE OF EMPIRES II'Proceed 
from the Dark Ages to the Fuedal, 
Castle, & Gunpowder Ages in 13 
ivilizations. Create formations & 
garrison units, and choose direc- 
tions. Board & capture ships, and 
se unit behavior with multi- 

le Includes ran- 

ampaigns, & scenar- 

опотіс & military 


diplomacy 


Microsoft (Strategy) 
Release: 5/99 
PC CD 


‘OMIKRON: THE NOMAD SOUL’ 
The game takes place in a parallel 
universe, in the domed city of 
Omikron. The player places his 
soul into the body of an Omikron 
resident, roams the streets, talks 
to people, drives anti-gravity vehi- 
cles, and fights in 3-D (with bare 
hands or laser). When the body 
| dies, his soul is transferred into 
the body of the first person who 
touches the dead body. 

Eidos (Adventure) 

Release: 9/99 

PC CD 


"DIABLO Il: INFERNO’ 
Five пем character 
classes with unique 
attributes & abilities. 
Four different, fully pop- 
ulated towns, multiple 
dungeons, caverns & 
crypts. Expanded world 
filled with all-new 
quests Weapons 
Spells, armor, & mon- 
sters. Advanced combat 
system which incorpo- 
rates — class-specific 
fighting techniques & 
spells. 


Blizzard 
(Roleplaying) 
Release: 8/99 

PC CD 


‘STAR TREK: SECRET OF VULCAN 
FURY’ Six new Star Trek adven- 
tures that will take you and the 
original Enterprise crew (Kirk 
Spock, McCoy, Scotty, Sulu 
Chekov, & Uhura) deep into the 
mysterious past of the Vulcan and 
Romulan races. Enemies & allies 
| both old & new, play pivotal roles 
Players will face challenging 
| obstacles, —thought-provoking 
puzzles, & strategic dilemnas. 
Interplay (Adventure) 
Release: 9/99 

PC CD 


"BALDUR'S GATE: EXPANSION 
PACK’ 

Interplay үш) 
Release: 3/99 

PC CD 


'BALDUR'S GATE’ uses a real- 
time modification of the Advanced 
Dungeon & Dragons rules . Over 
60 monsters to fight; you control 
a party of six, each with unique 
abilities and personas. 

Interplay (Roleplaying) 
Release: NOW 

PC CD 


‘EVERQUEST’ Prepare to enter an 
enormous virtual environment- an 
| entire world with its own diverse 
species, economic systems 
alliances, & politics. Choose from 
|a variety of races & begin your 
quest in any city or village. 
Supports over 1,000 players. 
simultaneously per server. Choose 
from 12 races and 14 classes, with 
over 40 skills. Thousands of items. 
to collect on 5 continents 

|Sony (Roleplaying) 

| Release: 3/99 

= co 


[LINKS Ls 1999” Features Arnold | 
Palmer & others at St Andrews 
Links Old Course, a new tourna- 
ment environment, 3D objects, 
internet voice chat, and over 25 
new play modes. New options for 
internet play include spectator 
mode and real-time voice chat. 
| The more than 25 available add- 
on courses will still be compatible 
with Links LS 1999. Includes 
new mouse swing "powerstroke' 
Access (Sports) 

Release: NOW 

PC CD 


[ScAndrews — 


SPlus499pg3 


Since 4989 
Hee Game Û 


— 


COMPUTER GAMES: ADVENTURE 


Tme Release Расе 
000 Leagues 09/99 $48.99 


Guest W95 10/97 $19.99 
Abe's Exodus. 12/98 $39.99 
Abyss: Incidnt Europa 12/98 $ 
Adrenix Crisis 07/98 $44.99 
Adv of Sailor Moon 01/99 $24.99 


Alone in the 
Beyond 02/97 
Asghan: The Dragon Slyr 
Atlantis 

Badlands 

Beavis & Butthd Do U 
Beyond Time 

Black Dahlia 

Blade Runner 


7 $1998 
$19.99 
$16.99 
$19.99 
19.99 


Dark Earth 
k Half 
k Side of Moon 


10/08 $44.99 
02/99 $39.99 
02/98 5399 


Grim Fandango 
Gruesome Castle 


rt of Darkness 
Tin 


тте Reuease Расе 
I'm Your Man 02/99 $44.98 
Indy Jones Infrni Mchne 09/99 $48.99 
Inherent Ev 02/99 $18.99 
Iron John Hawk $26.99 
Jack Orlando $43.99 


Jew 


of the Oracle 2 
Jmeyman Pr 
Journeyman Project 4 
K08:Mask of Eternity 
Last Express 

Suit Larry 


Leisure Si 
Liath 
Lighthouse 
Long Journey 
Morpheus 
Mulan 


Muppet Treasure Island 


Myst 
Myst 2: Riven 
Nemesis 

ves of Steel 
hood 


Nightlong: Union City 
Nocturne 


Of Light & Darkness 
Nomad Soul 


Pandora Directive 
Patriot Games 


Phantasmagoria 2 


ct 2013 ea 07/95 $; 


$27.99 


12/99 
12/98 


2/98 $29.99 


Tme Вк Расе тт 
Quest Glory 5: Exp Pk 08/99 $29.99 Star Trek SFA DVD 
Rama 10/96 $19.99 Star Trek SFA Mssn 
Red Jack 09/98 $29.99 Star Trk Str Fit Acad 
Redguard 11/08 $49.99 їр Titanic 


Starship Titanic DVD 
Str Trk Sert Vien Fry 


Reloaded 
Respect, Inc 


$24.99 


Return to Krondor Symbiocom 

Riana Rouge Temujin 

Robot Club Time Lapse Ancient Civ 
Sabrina, Tn Wich Splibnd Time Warrior 


Sacred Mirror of Kofun 
Sanitarium 


Titanic Jrny Out Time 


“GABRIEL KNIGHT III’ The 


| Prince's family has been plagued | 
| for generations by what seems to [f 
| bea sect of vampires. The story is. 
| inherently puzzle-driven and spa- 
| tial. It has a ‘mystery play feel, due 
to the game's 3D elements. The 
| suspects and other characters 
move around the environment 
| independently of Gabriel and 
| Grace, giving you the feeling of 
inhabiting a living virtual world. 
Sierra (Adventure) 
Release: 4/99 

PC CD 


Siege of Stormhaven 04/99 $48.99 
Small Soldiers Sqd Cmdr 08/9 
SoulBringer 02/99 
Space Bar W95 
Space Circus 
SPOR 


Spycraft W95 


Wheel of Time 


Critical 
Zork: Grnd Inquisitor 
Zork:Nemesis 


Wrp Dr Brain W95 


X-Files Adventure Game 


RELEASE 


07/98 
04/98 


Puro 
$4499 
$1999 


7 $3899 
$39, 
$48, 


$48.99 
9 $2490 
7 $19.99 
$29.99 
$37.99 


7 $28.98 
7 $39.98 
9 $46.99 


Baldur's Gate 
Baldurs Gate Exp Pk 


Darkstone 
Diablo 


Bundle 
re 
Steel 


Diablo 
Disciples 
Dungeon Master 2 


Elder Scr 
Eldr Scrlls Mrr 
EverQuest 


Fallo 
Fallout 11/98 $29.99 
| Fantasy VII 06/98 $32.99 
Undermtn 01/98 $19.99 


Odium 
Pl 


Lands o 
Legacy of 
Legcy Kain 


cape Torment 
е of Mages 

Mage: 
Realms of the Haunting 


['REVENANT' You play Locke 
|D'Averam, a warrior brought 
back to life by a ruthless war- 
lord. Your memories & abilities 
return as the game progresses. 
Using a mix of hand painted 2-D 
backgrounds & 3-D real-time 
characters, Revenant takes you 
| on a journey across the huge 
| island of Ahkuilon. Dynamic & 
| static lighting, & LAN & TCP/IP 
| multiplay. 

| Eidos (Roleplaying) 
Release: 4/99 


Good & Evi 
Gothica. 99 


06/99 $48.98 
$48.99 


py uru 


Might & Magic 6 
Mig 


$29.99 
$48.99 


Revenant 

Septerra Core 
Skyrealms of Jorune 
Star Trail 

Star Trk Final Unity 
Stonekeep 

Swords & Sorcery 
Swords of Heroes 
Tales Magic Prop Shd 
The Summoner 

Third World 

Ultima 9 Ascension 
Ultima Online: 2nd Age 
Ultima Under id 2 


Warhammer 2: Dark Om 
Werewolf: The Apoc 


$48.99 


$46.99 
$8.99 


499 


1292 


impire: The Masquerade 11/99 


en 11/98 


ypse12/99 


15 
вай! Mgl Wrld Srs 
ball Mogul 
Bird Hunter Upland Ed 
Brnswk Pro Poi 


02/99 $1999 


DNelson Fntsy Lge Bskbll 
Ducks Unlimited 


sty League Baseball 01/99 $27.99 
Expert Pool 02/99 $35.99 
2/99 $18.99 
01/99 $19.99 


ne Tennis 


er 99 12/98 
ball Mogul 02/98 

Fox Sprts Hockey 99 02/99 

Game, Net & Маїс 07/98 

Great Fishing 02/99 $16.99 

High Heat Bseball 2K 99 $2599 


Jack Nicklaus Presents 03/99 
Knockout Kings 03/99 
Links Extreme 05/99 
Links LS 99 11/98 


Madden NFL 99 
Mastrorft Extrm 9 
11/98 


MS Golf 99 

NASCAR Revolution — 02/99 
NBA Live 99 11/98 
NCAA Football 99 09/98 
NFL QB Club 99 02/99 


NHL Hockey 99 

NIRA Drag Racing 
PBA Bowling 2 

PGA Champi 
Pro 18 Моп 
Pro Pool 30 2 
Reky Mtn Hntr: Alskn Exp 02/99 


d Hexplore 09/98 $2599 Mordor 2 S3899 Wizardry 8 06/99 
Icarus: Sanctuary of Gods 11/98 $26.99 N 9 $4799 Wizardry Gold W95 0596 $ 
COMPUTER GAMES SPORTS | 
Duffers 02/99 $2299 Links LS 99: Phoenix CC 01/99 $ Rmngtn Upland Hunting 01/ 


Safari Hunter 01/99 
Se PGA Tour Golf 

Sierra Sports Cart Racing 01/99 
Sierra Sports 01! 98 01/99 
Sports Car GT 02/99 
Strike Zone 99 
TNN Outdoor Pro Hunter 12/98 
Triple Play 2000 03/99 
Trophy Buck 12/98 
Virt Deep Sea Fishing 02/99 
VR Baseball 3 03 
VR Bowling 03/99 
VR Football 02/99 
Zebco Pro Fishing 3D 02/99 


$39.99 
$19.99 
$34.99 
$29.99 
$36.99 


$1 


9 
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COMPUTER GAMES: WAR 


NEW Low 


Вешки nce 
03/99 $45.99 
03/98 $19.99 
09/95 $12.99 
03/96 $19.99 
$18.99 


THE OPERATIONAL 


ART OF WAR 


dh 


Volume 11: 
1954-2000 
Chi War Generals оо ORE 


Civil War Generals З 09/99 $48.99 
5 $19.99 


$19.99 Fleet Med 04/91 $19.99 
$48.99 Flight Commander 2 01/95 $34.99 
Cmpgns Amer Civil War at Battles Caesar 03/98 $29.99 
Combat Mission Batis Alexndr 06/97 $34.99 
D-Day Amer Inv les Hannibal 11/97 $29.99 


Defend the Al 
Dragons in the 
Dragoon Bttl Pk1 Kolin 

Dragoon Bit Pk? Prague 
тёп 


$18.99 
$46.99 
6 $2099 

$13.99 
$12.99 
$29.99 
$32.99 
$42.99 


Harpoon Classic 
Kingmaker 


п 1813 0; 


тт RELEASE Price 
Napoleon in Russia 05/97 $17.99 


North Vs. South 01/99 $39.99 
Oper Art War Exp Pk 1 01/99 $22.99 
Oper Art War Exp Pk2 09/99 $22.99 


Operation Crusader 09/94 $18.99 


"OPERATIONAL ART OF WAR: 
VOLUME II 1954-2000" Features 
all 3 major historical Arab-Israeli 
wars (56, '68, '73), hypothetical 
modern Arab/Palestinian-Israeli 
conflict (year 2000), and a hypo- 
thetical Invasion of Cuba '62. 
Includes many hypothetical 
NATO vs. Warsaw Pact scenarios 
as well as conflicts in Vietnam, 
India vs. Pakistan, and China vs. 


Taiwan. 
Talonsoft Me 
Release: 9/9 
PC CD 


Operational Art War 0698 $29.99 
Opertional Art War2 04/99 $42.99 
Oprtn; Blood & Guts 04/99 $35.99 
Over the Reich 11/96 $33.99 
Pacific General 07/97 $29.99 
Pacific General Budget 07/98 $9.99 
Pacific Tide 02/99 $45.99 
Panthers in Shadows 09/95 $41.99 
Panzer General 11/94 $1999 
10/97 $19.99 
03/99 $44.99 
09/98 $29.99 
10/97 $19.99 


Prelude to Waterloo 


PRICES! 


тт 
Road to Moscow 
Semper Fi 

‘Shogun: Total War 
Sid Meier's Gettysbrg 
talingrad 

Steel Panthers 

Steel Panthers 2 
Steel Panthers 3 
Steel Panthers 4 


Steel Panthers Arsenal 05/98 $36.99 
Steel Panthers 08/96 $14.99 
Steel Pnthrs 2Cmp 1 0497 $14.99 
Storm in the West 04/98 $33.99 
Taisho 06/99 $47.99 
Tides of War 11/98 $36.99 
Tigers on Prowl 2 12/96 $41.99 
V Victory Bundle 11/95 $27.99 
Wictry Utah or VelkLki еа 02/95 $9.99 
War Along the Mohawk 09/98 $19.99 
War Inc. 10/97 $29.99 
War in Europe. 10/98 $39.99 
War in the East: Crimea 04/98 $24.99 


War in the East: yum 04/98 $24.99 
War in the East: Kiev — 04/98 $2499 
War in the East: Leningrd 04/98 $24.99 


War in the East: Rostov 04/98 $24.99 
Wargame CS 3 wCD 1 06/97 $19.99 
Wargame CS2 5012 11/94 $14.99 
Wargame CS2 S013 03/95 $14.99 
Wargame CS2 SD5 04/96 $14.99 
West Front 11/98 $37.99 
West Front В! Pek 1 04/99 $24.99 

03/99 $42.99 

09/96 $29.99 


‘ROAD TO MOSCOW’ 
Control Russian or 

| German troops while 

| the game engine sim- 

| ulates movement and 

| engagements. Play 

| any of 12 scenarios or M 
command the entire 

| Eastern Front. Wage 
war on real terrain 
with realistic com- 
mand and control - п! 
hexes, no turns, just 

| pure simulation of mil- 
itary command 
Authentic, richly 
detailed maps convey f 
tremendous depths of 
information 


Inter. Mag an 
Release: 2/9! 
PC CD 


- | British 


“BATTLE OF BRITAIN’ Fight this 
historic battle as the German 
attackers or the British defenders. 
As the German player you can 
launch up to 100 raids/day, select- 
ing from over 300 targets. As the 
defender you select 
squadrons to intercept raids, 
place squadrons on patrol, & 
move AA guns & barrage baloons. 
Includes all planes from battle, tar- 
get types, & night rules. 
Talonsoft (Wat) 
Release: 1/9 
PC CD 


| = COMPUTER GAMES: HARDWARE 


Sound Cards 
Diamond Monster MX200 06/98 $139.99 
Diamond Monster MX300 01/99 $89.99 
Diamond Sonic $90 PCI 09/98 $59.99 


Mnstr Fusion AGP16 01/99 $149.99 
md Mnstr Fusion PCI16 12/98 $139.99 
Mnstr 30 1112 08/98 $179.99 
3D || 8MB 04/98 $1 


Monst 


d Blstr PCI128 PC Wks 09/98 5135 99 
Sound Blaster LIVE 08/98 $179.99 
Sound Blaster LIVE! Value 10/98 $89.99 
Sound Blaster PCI128 08/9 1 


Turtle Bch Mibu Srrnd 64 09/98 $79.99 00 AGPB 1 


urtle Bch Mntgo A3DX 2 12/98$119.99 — Meta Wkd3DVngncAGP16 01/99 $118.99 
Video Cards Meta Wkd3DVngnc PCI16 01/99 $118.99 

ATI Rage Fury 32MB 01/995189:99 — Orchd Rghts 3D Il 12MB 05/98 $249.99 
ATI Xpert 128 16MB — 01/995139 03D Raven 16 AGP 12/98 $129.99 
CrtvBistr Riva TNT AGP16 10/98 03D 16 PC 12/98 $129.99 
Criveistr Riva TNT PCI 11/98 $18999 030 Obsdn2 AGP TV 12 08/98 $389.99 
Blstr Bnshee 030 Obsdn2 PCI TV 12 08/98 $139.99 


Bistr 


030 Obsdi 
STB Black М: 


07/98 $499.99 
06/98 $289.99 
10/98 $169.99 
12/98 $169.99 


PCI TV 24 


Diamon: 


md — | 


‘QUANTUM 3D OBSIDIAN 2' is designed with 2 Voodoo2 chips & 


Controllers 
ANKO GC-FBW1 Wheel 12/98 $179.99 
CH EXL 500 Racing Set 09/98 $52.99 
CH F16 Fighterstick 11/96 $84.99 
CH Flight Stick 05/91 $19.99 
CH Game Card 3 Auto 02/91 $25.99 
CH Gamestick 30 Jystck 10/98 $45.99 
СН Gamestick 3D USB 11/98 $45.99 
CH Jane's Combt Stek 07/97 $68.99 
CH Joystick Switchbox 12/97 $23.99 
CH Pedals 09/95 $46.99 
CH Pro Throttle. 03/96 $8499 
CH Racng Wh! W Pedal 10/97 $79.99 
CH Virtual Pilot Pro 12/94 $74.99 
Cybrsttt Cybrstk Pis 04/98 $62.99 
Gravis РС Gamepd Pro 11/96 $26.99 
Gravis Xtrmntr бте Pd 07/98 $43.99 


Gravs PC Gm Pd Pro USB 01/99 $29.99 
Guillemot Jet Ldr USB 02/99 $47.99 
Guillemot Race Ldr FF Whi02/99$129.99 
Guillemot T Leader урай 02/99 $28.99 
Interact МА F Fdbk Whi 02/99 $129.98 
Logtch WingMan Force 10/98 $94.99 
Ltech WM Form Fro Wh! 11/98 $139.99 
Ltech WM Formula Wh! 11/98 $89.99 
Ltech WingMan Gamepad 11/98 $28.99 
Ltech WingMan Interceptori1/88 $55.99 
Ltech WingMan Xtrm Dig 06/98 $38.99 
MS SWinder Prec Pro 10/97 $54.99 
Ms SWndr FSI ProPad 10/98 $65.09 
MS SWndr Prec Pad USB 01/99 $65.99 
MS SWnár Prec Pro USB 08/98 $62.99 
IS SideWinder FF Wh! 10/98 $169.99 
MS Sidewinder FF Pro 0997 $148,99 


MS Sidwinder Game Pad 10/96 $29.99 
Mad Catz Andretti Whi 01/99 $109.99 
Mad Catz Panther 01/98 $44.99 
Mad Catz Panther XL 01/98 $62.99 
Mad Catz Pnthr LS Dig 06/98 $69.99 


PDPI L4 Dig Game Card 12/98 $79.99 
shot GenX 500 Joystick 10/98 $26.99 
shot GenX 5001. 10/98 $26.99 
shot GenX 700K 10/98 $39.99 
Quickshot Master Pilot 98 04/98 $37.99 
Quickshot Mstr Pilt Val 03/98 $59.99 
Quickshot MstrPltProg 04/98 $25.99 
Quickshot SkyCommander05/98 $59.99 
Saitek Cyborg 2000 Jstk 01/99 $24.99 
Saitek Cyborg 3D Jstk 11/98 $52.99 


Saitek Cyborg 3D Jstk USB12/98 $55.99 
Saitek R4 Frc Fdbk WI — 11/98 $169.99 
Saitek Ва Racing Whi — 12/88 $92.99 
Saitek X-36 Cont Sys 05/98 $107.99 
Space Orb 360 10/96 $42.99 
Suncom F15 Raptor Jsk 07/95 $32.99 
Suncom SFS Throttle 04/98 $89.99 


Suncom SFX Plus Gamepad01/99 $44.99 
TM Attack Throttle 04/98 $49.99 
TM Driving Control T2 10/95 $89.99 
TM Elite Ruddr Pedals — 03/98 $65.99 
ТМ F16 TOS 06/95 $114.99 
TM F22 Pro 10/96 $129.99 
TM Frag Master 12/98 $65.99 
TM Fusion Game Pad 01/99 $19.99 


ТМ Game Card 02/93 $32.99 
TM Nscr Frc GT Rog Whi 12/98 $149.99 
TM Nscr Pro Dig Rcg Whi03/99 $89.99 
TM Nscr Spr Sprt Reng WI12/98. $69.99 


COMPUTER GAMES: ARCADE | 


| 24mb for high end realtime 3D game play. Features S-12 AGP, TV Out, 
|X-16 and X-24 single board SLI, feature rich 3D graphics. 24MB 
| boardfeatures an amazing 4.32MB/Sec dedicated graphics memory 

bandwidth. Bilinear, trilinear texture filtering with per-pixel LOD MIP 
| mapping. Simply put, the fastest 3D card that we know of 


Quantum 3D (Hardware) 
дезе: NOW 
P 


Asteroids 11/98 $35.99 
Centipede 10/98 $37.99 
Cyberball 02/09 $35.99 
Earthworm Jim 30 04/99 $37.99 
Enemy Infestation 11/98 $39.99 
Get Medieval 09/98 $29.99 
Grand Theft Auto 03/98 $39.99 
House of the Dead 12/98 $28.99 
Lode Runner l| 10/98 $26.99 


Pandemonium 2 02/99 $27.99 
Pro Pinball Big Race USA 01/99 $31.99 
Rayman 2 03/99 $44.99 
Return Fire 2 09/98 $39.99 
Rogue Squadron. 12/98 $46.99 
Sega Rally Champ2 — 02/99 $41.99 
Silver 02/99 $3299 
Tellurian Defense 02/99 $26.99 
WCW Nitro 12/98 $39.99 


"NORTH VS.SOUTH' Relive the 
greatest battles of the Eastern 
Theater of the American Civil War. 
Command Confederate or Union 
forces at 1st Bull Run, Gettysburg, 
The Wilderness and more. Integral 
Command system emphasizes 
leadership in this turn-based his- 
torical wargame. Play an entire 
campaign or stand-alone battles 
solo, head-to-head over modem, 
or with multiplayer LAN options 
Interactive Magic о) 
Release: 2/9! 
PC CD 


‘SAITEK CYBORG 3D STICK’ This 
unique stick not only sports an 
incredible array of functions, but is 
also completely configurable. By 
using the unique Cyborg adjust- 
ment tool the Cyborg 3D Stick can 
be configured to fit your hand, 
whatever your hand-size and 
whether you are right or left-hand- 
ed. Features precise 3D twist func- 
tion. Ratio digital technology. Up to 
24 programmable actions. 

Saitek (Hardware) 
Release: NOW 
PC 


‘CH F-16 FIGHTER STICI 
Designed with the look & feel of 
an F-16 Falcon's jet grip, this top- 
rated controller features one 8- 
way switch, three 4-way switches, 
three fire buttons, a trigger, trim 
| controls & rotary throttle. Use 
| with the PRO THROTTLE for up to 
| 40 programmable functions! 7- 
| foot cable, and connectors for AT 
and PS2 Keyboard Ports. 


CH Products (Hardware) 
Release: d 


| Quickshot (Hardware) 
Release: NOW РС 


"QUICKSHOT MASTER 
PILOT VALUE PACK' Be 
ап expert gamer instant- 
Ду with the MasterPilot 
98. It's the ultimate con- 
trol system for computer 
simulation. 77 of your 
favorite flight games are 
pre-programmed on a 
nifty upgradeable car- 
tridge. The console is 
color-coded to reduce 
your reaction time. Also 
Included: the master 
pilot programmer. 


SPs499904 


since 1989 


' | Order now and receive 
AXIS & ALLIES’ As one of the world powers battling for supremacy Ji 4 зе p. Р It 1 W ith 

in 1942, head ^s mili dı Di Я ZI aid 

win, d low to at Wh hy sume itor A JUI IEE Cararog iH 
f brilli li i d < p " ас 

Hou ал, mary ete аракет 5 ae ШОП$аПП5 of Games}! 


Hasbro (PC ў 7 | B hr 

ШШ o TO) Ў PC CD . . BOARDGAMES —— j | ROLEPLAYING CARD GAMES | 

War Се дя гн IU ENT EEE айк ти: Шш: Mm 

Release: NOW. 4 Battles Anc. World 01/95 $2209 — Guadalcana 12/94 $28.99 Handbook 02/95 $2899 6/23 SD 0698 $4.99 
reur 11/98 $46.99  Alternity Rule ister Gu wn 1 & 2SD 04/98 $7.99 


Across the Suez 08/95 $1299 — Guerre de l'Emp 
Advancd Trek Tellurid — 04/98 $21.99 s 


12/98 534.99 


Ars Magica 4th Ed 


‘STRATEGO’ You have an army of 


Advanced Civilization 
men and weapons at your dispos- “pana > 
al. Your mission ~ capture your Ala Knightmare Che Empires BP. 
opponent's flag and protect your America in Flames Lionheart Dragonlance Sth MTG Mirage BP 
own. When engaged in battle, Менн а eee MIS Mo 
Cac ТОПКО aa ey oe нра ipi Quen 1 499 GURPS Rulebook MTG Por BP 
“a Ieee AMETS E ath м ра Мотору Сви 1508 $52.09 Hany бег MTG Stronghold BP 
Pour wits agaist flow pla T NE 50488 Naples ates 1284 82800 ERP 2 Solum MTG Urza's L 
ers(6) over a LAN or Internet my of the Heartland $4999 Nation on Trial 08/98 $19.99 Rifts MTG Urza's Saga 50 
Awful Green Things $1799  Necromunda 1t/95 $59.99 Shi п 3rd Edition Middle Earth Wizard SD 12/95 $8.99 
Axis & Allies. $4599 Pax Britannica 12/94 $1999 Tribe 8 07/95 $899 
Hasbro (PC CD) Barbarossa Army Grp Ctr 0; P 1/99 $21.99 Vampire 3rd Edition 01/96 $6.99 
" Battle Mist. Redcoats tor 2 0: 
Milton Bradley (BG) SOM ut WO een = Ws „Жы E 
З Battles Forgotten War Robo Rally $36.99 ADVANCED DUNGEONS & 
Release: NOW Erde. ie тэу | DRAGONS: CORE RULES 2.0" 
dc UNS This reference & utility CD for 
ESUENENEETESEI Caesar & Cleopatra Samurai Swords suse [m A d Н 
ШОШ a cha deNA) Caesar:Conquest Gaul Schlieffen Plan $2699 | Mayers s includes the 
Campaign to Stalingrd pads азоо complete text of 9 key AD&D 


Online games are played. You'll 


s2399 |fule books. The Character 
experience the thrill of battle while s 


Generator lets you create, main- 


Car Wars Deluxe of Catan 


ind Decision 26.99 
performing as part of а team ог Сапта e v $5999 |ain, & print characters. The 
battle squadron. This unique CRM CHES papua в s4999 |Map Maker & Mapper allows 
approach more closely approxi- Decision in А 33059 [700 to create & link overland 


mates real-life battle and enables city, or dungeon maps in color. 


Die Hanse 
new and experienced players to ži tiny Yours Wer: Ova Includes Dice Roller software. 
play together in a way that chal- прев бб S288 Typhoon 104 TSR (Roleplaying) 
lenges each individual and ЖО Red Visi MN Release: NOW 
enhances the overall experience. C sciat Eee val dee boue 
Eidos (Roleplaying) d Geronimo 09/95 Warhammer Fantasy 
: Й SSS — = y = = 

Ее АЗ || | HINT BOOKS PC:TRADITIONAL | PC:BUNDLES || PC:ADUL 

= Alpha Centauri 01/99 Barbie Photo Osgnr W/Cmr: sof Myst 99 3D Daring — 
"UNREAL TOURNAMENT’ is a Army Men 2 03/99 Battleship 
stand-alone 3-D shooter/arena Baldur's Gate 0199 $ Boardgames Unlimited Amateur Photo Gallery 
game with over 30 levels & richly = 4 Braveheart 05/99 $ $19.99 Arabian Nights 
textured thrilling environments. МЕ. C&C2 E $2199 9 BY Babes 
Single player with fully customiz- Caesar 3 $ $1999 F-16/MIG 29 Bundle 10/98 $44.99 Babe Patrol 
able teammate "bots" or multiplay- Carmageddon 2 E Caesar's Palace Slots 9 $29.99  F-22 ADF/ Red Sea Bndi 12/98 $19.99 Busty Babes 4 
er with up to 16 'bots' &/or Commandos $18 aster 6000 $34.99 — F22/EF 2.0 Bundle 02/99 $48.99 Car Wash Angels 
humans. Novice training mode & Dungeon Keeper 2 $27.99 Flight Squadron 2 01/99 $24.99 J 
all-new & enhanced big-body- Everquest ng 9 
count weaponry make this an EverQuest Off Guide 99 C 
experience like no other. Falcon 4.0 01/99 im Tril 04/9 9 

Fallout 2 01/99 Jeopardy by Hasbro Might & Magic Compilatn 1 
GT (Action) Gabriel Knight 3 06/99 $17. Kuba Panz Cmmdr/PnzGen2 1 
Release: 3/99 6 = Gangsters Lego Chess Police Qst SWAT Frce Рск 02/99 $39.99 — Devil in Miss Jones 
PC CD , : iin Grim Fandango Lego Island $ Prince Persia Coll LE 11/98 $18.99 Dirty Debutnt 6 Pk 
— === Half Life Monopoly $28.99 Rebel Assault 1&2 — 02/99 $3299 Diva X Rebecca 

‘GIANTS’ The Sea Reapers, the Heroes M&M 3 Monopoly Star Wars $19.99 ga PC Collection 02/99 $13.99 Diva X: Kaoru 
Meccaryn, and the Giant Kabuto, Homeworld Outburst 9 $ SS Ult Fishing Pack $46.99 Domin-A-Trix 2 
are fighting for control of an PAG. E D 
exotic distant world. Features Scrabble E 1/98 Fantascenes 3 
three characters to select from, 3 ar Trk Dp Spce St 10/98 Femme Fatale 


each with unique strengths, MS Combat Flight Sim Starcraft В! Chest. 
weaknesses, and weapons. Myth 2 Tot Annihiltn Comm Pk 11/98 
Continue the battle through 40 Populous 3 Star Trk Strshp Creatr Ultima Collection 02/98 $ 
original worlds to prove your Prey Star Wars Behind Magic Ultimate Civ War Coll 07/98. 
dominance. Variable difficulty Prince of Persia 3D. 05/99 $16.99 Star Wars Міт Flcn Plyst 11/98 $44.99 02/99 Hollywood Body Double 
levels keeps Giants challenging Privateer 3 04/99 $17.99 Stratego 02/99 Interact Seymore Bt 2 
and adds to the replay value. Quest for Glory 5 ives 11/98 
Interplay (Action) п 02/99 
Release: 4/99 Wheel of Fortune X-Treme Flight Pack 12/98 
PC CD Requiem You Don't Know J You Dn't Knw Irrvrnt Coll 12/98 

Return to Krondor ава سڪ‎ 
‘MONOPOLY’ Get ready to wheel Revenant "SCRABBLE DELUXE" The cla 
and deal, right on your РС! Settlers 3 sic crossword challenge game, now Private Plsr Park 12/96 
Watch your animated 3D tokens SimCity 3000 9 in a deluxe edition. A rotating Pyramid Maze 08/98 
hop, skip and race around the StarCon 9 $1799 |gameboard on a sturdy turntable Romsoft Three Pack 02/96 
board. Your mission, as always- Starcraft $1499 | base with a recessed grid to hold 01/97 
try to stay out of jail, and bank- Starcraft: Brood Wars | ood letter 8 
rupt your opponents! Over 800 Starsiege | tiles that a cloth drawstring 5 


09/95 
09/94 
12/95 


colorful & cool 3D animations 
and 18 original musical scores & 
sound effects. Up to 6 human or 


ouch. Aslo includes 4 wood tile 
holding racks, score pad & guide 
booklet. 


Starsiege: Tribes 
Thief Dark Project 
Tomb Raider 3 OSG 


Strip Poker Pro 2 


computer opponents. Play world Unreal Deluxe BG Tabloid Beauties 12/94 
wide over the Internet! Uprising 2 PC CD Ultra Vixen 2 12/98 
Hasbro(Traditional) Wargasm [X Vampire's Kiss 10/94 
Release: 4/99 Warlords 3 Dkirds Rsing 11/98 $16.99 ЕЈ Virtual Valerie 2 08/95 
РС cD Warzone 2100 02/99 $17.99 Regular BG М X-Ploration Female Base 10/98 
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‘Pac-Man’ The 
game features our 
hero іп a totally free 
3-D environment 
where he runs, eats, 
flies, jumps, swims, 
and rockets his way 
through over 30 lev- 
els. Includes the 
original dot-munch- 
ing, ghost-chasing 
maze action but this 
time in 3-D. All of 
the original favorite 
characters such as 
Inky, Blinky, and 
Clyde, are still there, 
along with a whole 
new cast of charac- 
ters. Original music 


and mazes from the 


04/99 
13/99 


PaRappa the Rapper 2 
Pac Man 3D 


SONY PLAYSTATION | | classic, original Еп 

Reese Pace Raus Pace Тш eas me Виши Pace ГАШ. атаб оета m) 

99 11/98 $39.99 Legend of Legaia 0399 0995 $18.99 pese Hn ys ` PSX 
06/0 $: Looney Tunes Space Race 04/99 ystem aum 


‘GUARDIAN CRUSADE’ A young 
Knight comes upon a lost baby 


Madden Football99 — 09/8 ЖЇК 
i ee (ШЧ тод & sis ot nto uncharted 
LEGACYSKAIN LEGACY KANN SOUL REAVER’ | бо w (2010s to return the baby to his 
bir 3 А VERRE ГИК EE бше. home. Armed ih an ШЙ 

3 e SOUL М Кн К Н ш о. 

is of Steel 2 Rampage Universal Tour 03/99 d 
Ies ° ties to shunt from one world taj бетге Unversal rour 93792 Knight begins a quest which will 
peer Phat S Y = another. Run, jump and fly while} "250": 2 Dual Sk 12/98 $449 reveal more about the future of the 

аы Шш harvesting souls for the dark} escent Evis 0080 ge world and the true identity of his 
aM пев зно E master. Eleven bosses, 20 difer.| онот (ее $409 pink companion than he could ever 
Brunswick Bowling 10/98 $39.99 = dui ШШШ О вв 0 Shanghai 01/98 9 have imagined. 

Bunny Lost Time 03/99 $42.99 fJ vampires. Siler Hi 02/99 Aetiviston(Roleplaying) 
Bushido Blade 2 тов ses | Crystal Dynamics | Site Mirage 0599 ase; PSX 
C:Contra Adventure 0998 $29.99 Roleplaying)| "тат 05/99 = 
Carmageddon 2 02/99 $42.99 DUI 3/9 Sports Car Supreme GT 02/99 $39.99 "EARTHWORM JIM 3D' 
Centipede 01/99 $39.99 اا‎ AS Earthworm Jim worms his 
Civilization 2 01/99 $39.99 — - Stretighter Alpha 3 0399 $4699 way out of 2D games for 
Cock aver? Gauntlet Legends 0599 $4499 March Madness 9901/99 $439 Sukaden2 | se ma his debut in 3D! Features 
Colony Wars 2 Vengeance ыр св 46 ا‎ Vs. SF ш X Mem Vim 11 d over 30 zany enemy char- 
Crash Bandicoot Warped Jones Infernal Mach 04/99 Monaco Grand Prix 03/99 $46.99 Топу Hawk's Pi 05/99 $44.99 Includes: all Jim's signa- 
Danger Girl Irritating Stick 02/99 $4499 Mortal Kombat 4 06/98 $44.99 Triple Play 2000 03/99 $42.99 ture moves plus tuck'nroll 
Darkstalkers 3 Jackie Chan Stuntmstr 01/99 $46.99 NASCAR 99 09/98 $4299 Twisted Metal 3 11/98 $42.99 jump'nshoot, hand-over- 
Destreger Jeff Gordon XS Racing 03/99 $46.99 МВА In the Zone $9 — 02/99 $4699 Uprising X $4299 ATE 
Diabolical Adv Tobu dy 12/98 $4299 МСАА Final Four 99 9 $4299 VR Baseball 3 sus | — —— 

Dragon Warrior Кайа 08/08 $46.99 NHL Hockey 99 09/98 $4499 WCW NWO Live Thunde $46.99 [ШЕШ КШ) sidna me кык 

Driver 02/99 $4489 Kawasaki M 03/99 $3999 Need for Speed 4 03/99 $4499 WWF Attitude $4699 | В 

Duke Nukem Time Kill — 10/98 $46.99 King of Fighters 98 06/99 $4699 Ninja'Shadow Darkness 10/98 $4498 War-Final Assault 09/99 $46.99 
ESPN X Games ProBrdr 11/98 $44.99 Knockout Kings 11/98 542.99  OddWorid Abe's Exodus 12/98 $44.99 Warzone 2100 02/99 $46.99 

Earthworm Jim 3 03/99 Legacy Kain Soul Reavr 03/99 $46.99 PSX Dual Analog Contr 05/98 $29.99 Xenogears 10/98 $46.99 "JEFF GORDON XS RAC- 

| 1 | ING’ Arcade/action racin 

— NINTENDO 64 _| | DREAMCAST | їп the year 2012 

4х4 Mud Monsters 0399 $6499 Duck Dodgers 06/99 $6499 Legend of Zelda 11/98 $6999 Dreamcast System 10/99 $399.99 Technology has changed 

AirBoardin’ USA 01/99 $54.99 Duke Nukem Zero Hour LooneyTunes SpaceRace 03/99 $52.99 — Furballs 12/99 the face of racing - cars 

eball 2000 04/99 $64.99 Earthworm Jim Madden Football 99 — 09/98 Godzilla 10/99 now reach speeds of 

All Star Tennis 99 03/99 $59.99 Extreme G2 Magical Tetris Mickey 01/99 Hydro Thunder 11/99 300mph on steep banks 

Armorines E F-Zero Mario Golf 64 04/99 $5 MOK 2 12/99 and loop turns. Players 

Banjo-Kazooie $ F1 World Grand Prix Mario Party 02/99 Metropolis 10/99 must rely on their skill with 

Battle Tanx $: FIFA Soccer 99 Micro Machines 03/99 Mortal Kombat 4 1/98 assistance from racing vet- 

Beetle Adv. Racing $ Fighter's Destiny Mission Impossible 08/98 NFL Blitz 10/99 eran, Jeff Gordon. Compete 

— Шү Monaco Grand Prix 03,99 Ruler's Realm 09/9 against Jeff Gordon himself 

| HEEE TREES Î Monster Truck Madness 07/99 Sonic Adventure 11/9 | American Softworks езе. 


Blades of Steel 2 
Body Harvest 


Bomberman Hero 09/98 $52.99 
Buck Bumble 12/98 $59.99 
Caesar's Palace 5 


nia Speed 
Castlevania 64 


Conker's Quest 
Cruis'n the World 
Diddy Kong Racing 
Donkey Kong 64 
Dragon Wars 

Dual Hero: 
[Visa, MC & Disc held 
[subject to change at any time. Hardware та 
applies. All sales final. S&H calculated on a p 
|'per order’ charge is charged once per order 
| foreach item ordered and the ‘per shipment 
| make to you. For each US order $10.00 w 
{Computer Games Strat 


Plus. Call for details 


| CONKER'S QUEST’ 


[аулап asteinen не: стое eray лов Virtua Fighter 3 
2 N64 Rumble Pak 09/97 [ 

Ў ШЫ m S a N64 System Purple 11/98 $139.99 GAME 
ШӨН ОКЕ m) Û | NBA Inthe Zone 99 — 0299 $56.99 A Bug's Life 
КОШ eA Jam 2000 09199 $66.99 Arcade Hits Defender! 


| Berri (in strategy style 


play) to recover 100 | Ur. 08 Club 2000 


09/99 $6699 Blades of Steel 2 


(Simulation) 
Release: 3/99 


BOY == 
01/99 $28.99 “RAYMAN 2' He's back, 
Joust03/99 $28.99 better than ever, blending 
04/99 $28.90 humor, suspense & blind- 


Stolen gifts that have | "HL Breakaway 99 12/98 $5499 Carrot Cra ing speed in а 30- 

been dispersed over 4 | 0° Bate 3 03/99 $66.99 Centipede images/second 3D envi- 

Penny Racers $52.99 Duke Nukem 3D. nment. Rayman escapes 

Y worlds. Two-player етту P^ е 2 n A Ба 4 p 

СЦ Pet Dark ое S8299 Game & Watch Galery 2 an intergalactic zoo and 

four player split-screen патрасе Universal Tour 03/99 $6289 Gameboy Color needs the powers of his 

deathmatch options RayMan 2 04/99 $62.99 Hexcite imprisoned friends to open 

` [Revot 03/99 $62.99 Las Vegas Cool Hand the doors to Great Power. 

Roadsters 98 05/99 $66.99 Legend Zelda Link Awake 01/99 Sensational graphics, 

Fighting Force 64 01/98 Shadowgate 64 02/99 $6299 Men in Black 01/99 ^ B incredible pacing and lov- 

GEX 3:Deep Cover 06/99 Snowboard Kids 2 02/99 $56.99 Mortal Kombat 4 12/98 oft (Simulation) able characteristics make 

GT Racing 09/98 $ South Park 12/98 $68.99 МВА in the Zone 99 0299 Release: 4/99 Rayman 2 an action adven- 
Gauntlet Lege 05/99 Star Маге одие Squad 12/98 $54.99 NFL Bilt 01/99 ture classic 

Bolden Eye 0 09/97 Starcraft 04/99 $66.99 Pocket Bomberman 12/98 

/98 Super Gross 2000 07/99 $66.89 Rampage World Tour 01/99 TONIC TROUBLE" 

Hype:Time Qi 01/99 Superman 64 06/99 $66.99 Rats! Bringing hilarious humor 

Int'l Super Soccer 98 09/98 Tonic Trouble 03/99 $59.99 San Francisco Rush | to a fun-level rarely seen in 

Jeff Gordon XS Racing 05/99 Triple Play 2000 03/99 $5499 — Shanghali Pocket | games, Tonic Trouble takes 

Jet Force Gemini °з Turok Dinosaur Hunter 2 12/98 $69.99 South Park |you through 10 eye-pop- 

Ken Griffey Jr Basebl 05/98 Vigilante 8 03/99 $5899 Tetris DX | ping opulent-world levels- 

Killer Instinct Gold 12/96 WCW/NWO Revenge 10/98 $64.99 Top Gear Pocket [plus bonus levels all 

Legend Mystical Ninja 64 06/98 Wipeout 64 11/98 $56.99 Тигок Dino Hunter 2 loaded with wacky but 

Legend River King 02/99 Xena Warrior Princess Wario Land 2 intelligent players, and 
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mind-boggling twists and 
turns. Features cartoon- 
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like animation, blinding 
speed, and 40+ hours of 
gameplay that is addictive- 
ly tun 


| Ubisoft (Adventure) 
| Release: 3/99 


N64 


nada 


"m 
2.00 
$200 
$200 
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Rating incoherence 

This month we decided to review and rate all 
of our incoherent requests. We'll start off, 
though, with a rather serious letter that's... 
well, a bit puzzling. 


Combat fatigue 
| have used Combat Flight Simulator in my com- 
puter. Anybody who would fly a German plane 
and shoot down American Planes must not 
remember what happened in the years 1939 to 
1945. What the Germans did and tried to do 
during that time is never to be forgotten. | am 
very angry at Microsoft for making and selling 
this product in the United States. | should not 
have bought this product. | play the German 
against the Americans but | always shoot all the 
German planes down as soon as we take off, 
and than | go to where the mission is and shoot 
all the German bombers down. It is good to 
hear the Germans yell over the radio. 
Maybe it is just me, but it don’t seem right. 
Prospector 
Via Internet 


Sexy pictures 
You should put pics of Sarah Kerrigan all over 
the next issue. Make Kerrigan Horny and sexy. 
Send me the horny pics too. Pleeeeeeeeeeeee- 
ееееееееееееееееееееееееееееееееееееаѕе 
if you dont і wont subscribe again. 
iOn 
Via Internet 


kki 


This person has been spending so much time 
playing StarCraft he couldn't think of some- 
thing original. 


You should have pics of Steve Bauman all over 
the next issue. Make him horny and sexy. Send 
me the horny pics too. Pleeeeeeeeeee- 
ееееееееееееееееееаѕе. If you don't, | won't 
subscribe again. 
jeremy6977 
Via Internet 


12,9999 


Ick. Anyone who wants to see the editor 
of agame magazine all horny and sexy is 
obviously delusional. 


Send me some of those sexy Soulblighter pic- 
tures, or maybe the Bile Demon from Dungeon 


Nick J Rotondo 
Via Internet 


Akki 

Double ick. While we could understand 
Soulblighter, the Bile Demon is too gross to even 
consider. And isn't he already naked? Anyway, we 


gave this one an extra half star for the author 
having the cojones to use his real name. 


Demon seed 
WHAT THE HELL IS WRONG WITH YOU, 
PUTTING THAT BIG MEAN SCARY DEVIL ON THE 


TO SLEEP FOR 2 WEEKS WITH THE LIGHTS ON 
THANKS TO YOU PEOPLE. | HOPE YOU ALL DIE 
AND GO TO DUNGEON KEEPER'S WORLD AND 
HE POKES YOU IN THE ASS WITH HIS PITCH- 
FORK FOR DOING SUCH A THING. 


Happy Freaking New Year, 
TBERANSUN 
Kk KY 

He received extra points for his tasteful use of the 
word “ass” and the always popular “all caps.” 
However, points were deducted for having an AOL 
account (sorry folks, we don’t make up these rules, 
we just follow them). On the plus side, “Happy 
Freaking New Year" is a wonderful closing remark. 

High incoherence marks for that one. 


1 got more rhymes than Phyllis Diller 
This is a story about monkeys 

They are brown and fuzzy and live in the trees 
But one monkey lives on the ground 

His name is Jimmu he is fuzzy and brown 
Jimmu is known as the Death Monkey 

Because he kills people like you and me 

Right now you're thinking “this is a bunch of bull" 
Just wait until Death Monkey crushes your skull 
Jimmu isn't special, just fuzzy and brown 

But people will tell you he gets around 
Tomorrow he could be in your town 

So buy lots of bananas in case he comes to 
your lounge. 


The only way to appease Jimmu is to send him 
free games. | can give them to him for you. Just 
send them to this address: [address withheld] 
DMonkey 
Via Internet 


KKK KY 


The poetry doesn't flow, but he did receive extra 
points for being from Vermont. 


Polygonal birth 

A letter in the Rebound section of the maga- 
zine [CGS+ 100] spoke of what appeared to be 
a graphics glitch in Madden NFL 99. This is no 
glitch. It's obvious that the 49ers team member 
was trying to give birth to the referee, but 
there was a major complication: the other 
opposing team member who had previously 
been a cancer in the 49ers leg, is emerging 
from his side in an attempt to escape certain 
death when the referee is born. 


This happens all the time in football. 
Especially with the 49ers. And in case anyone 
was wondering, it's a 5-yard penalty. 

DyRE 
Via Internet 


Le. d. * xc 

While this response shows a high level of creativi- 
ty, it’s somewhat confusing. Extra points for hav- 
ing a handle with unusual capitalization. 


Fried brains 
i am haroldo, a 13 yr old who lives in a card- 
board box. some how i have been able to 
afford a computer. would you please send me a 
couple 3-d accelerator's and other crap, if u 
don't i'll send rappid monkeys and flying ele- 
phants to attack u. 
i live in limerick pa. there is a huge power 
plant there. 
CHRISOO777 
Via Internet 


ЖЖЖЖ 


While points were deducted for an AOL account, 
the creative use of spelling and capitalization is 
definitely a plus, especially the "rappid" monkey. 
What really sets this one apart from the pack is 
the last sentence. “There is a huge power plant 
there.” Brilliant. 


Internal incoherence 
In response to Mr Odio's Incoherent Rant of the 
Month [CGS+ 98] wherein he states that Mr. 
Steve Bauman "sucks". | would like to say... of 
my own free will, mind you... that I think he is 
the best writer in the business. Screw the rest 
of the industry! Screw Stephen King! Yeah | 
know Bauman doesn't "do" horror fiction but 
he could if he deigned to do so! He is GOD! Hail 
Bauman! Huzzah! Computer Games magazine's 
best reviewer/writer bar none. (Except that Bub 
guy, how 'bout giving him more work, eh?) 
Um Steve... is this good enough? Can | have 
my cat back please? 
Andrew S. Bub 
Via Bellevue 


x k xk x * 


Who says we can't be bought with cheap praise, 
even when they come from freelance writers for 
this very magazine? Author, author! 


WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 


COMPUTER GAMES 


Some Fight for Freedom With Petitions and Pleas... 
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EIDOS 
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STRATEGIZE. COLONIZE. DOMINATE. ERADICATE. 


,An aggressive military 
makes ий for their 


Building an empire takes time. You need to be diplomatic, technologically advanced, and Their ruthlessness, 
stealthy. And sometimes, war is the only solution. You choose from one of the five major efficiency pnd stealth 
` alliances. You'll get all their strengths. All their weaknesses. And every. decision matters. "d a lethal 


Oversee empire growth 
and progress 


` BIRTH A FEDERATION 


| From the company that brought you Civilization’ Il and Masters of Orion M^ 
| еа, m ang mu тыз G 4 a ^ i Т А T DH 
LU! PS MICRO 


HASBRO £ >z>=g= ® 
Star ш? The Next Generation ™® & ©1999 Paramount Pictures. All Rights Reserved. Used under license. Star Trek and related marks are trademarks of Paramount Pictures. ©1999 Hasbro Interactive, Inc. 


Engage in 3-D 
tactical combat 


Control covert 
operations 


1 
| Allocate technology 
| resources 


Interactive www.microprose.com 
I Rights Reserved. MicroProse, Hasbro Interactive, and the Hasbro Interactive logo are trademarks of Hasbro or is affiliates. All other trademarks are the property of their respective holders. 


ollow in the footsteps of Scottish hero, 
25 William Wallace, as you unite clans, overcome 
the might of the English army and guarantee 
freedom for future generations of Scots. Braveheart 
combines real-time strategy with an impressive global 
management system. In this epic struggle, there are no 
consolation prizes in the battle for freedom. 
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+ Based on the award winning 
motion picture starring Mel Gibson. 


* Experience the ferocity of mass 
clan war with multitudes of 
on-screen controllable warriors. 


+ Comprehensive Multiplayer 
options for up to 12 players. 


E 


Others with Their Lives. 


ah... is : à : Er T tie. Sa is, bee. ӘҢ ju Rights E 
“This is one to watch." —computer Gaming World 


Go get a taste of clan war at 
www.eidosinteractive.com 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


if you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


